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THE MINDS BEHIND TEKKEN 2 WOULD LIKE TO 
SHOW YOU HOW SHARP THEY REALLY ARE. 


If you thought Tekken 2'” was tough, take a stab at Soul Blade for the Sony PlayStation”. 
You'll be transported back to the I5th century where you and ten of the world's most 
awe-inspiring warriors engage in bloody pursuit of SoulEdge - the ultimate weapon. Since 
only one warrior will find it, the battles are fast, fierce and furious. Intensified by the fact 


that the warriors can fight with a huge arsenal of intimid fs weapons. Not to mention ⁄ 
on characters, п ‚3 


glowing motion blurs, an authentic weapon-to-weapon combat system, 


3D backgrounds апа a host of other awesome features. No wonder Soy is a cut abo % 2 
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SQULBLADE" & C 1995 1996 Namco Ld AI Rights Reserved. PlayStation and 
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| PlayStation | 
т = 5 " ye Dental Softy 
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Master the Critical Edge 
for some incredibly 
devastating combo’s. 


Intense and inspiring opening 
nematics feature multiple, real-time 
endings for every character. 


iors battle fiercely in 
adically-styled armor. 


hen I first played the original Tekken on the PlayStation a couple of years 
W back, it was easily the best beat-'em-up I had ever seen on a console 
system. To say it was head and shoulders above the competition would 
have been an understatement. A year or so later, the PlayStation sequel arrived. 
Tekken 2 retained the amazing playability of the original but added more characters 
and moves, and had much better graphics. It seemed to be the pinnacle o£ console 
fighting games. 
А t de However, with the release of Tekken 3, it has to be said that Namco has taken 3-D 
k Î beat-’em-up to a completely new level. To call it an amazing game simply doesn't do 
eo Namco justice. Tekken 3 has everything—arcade-perfect graphics, and music that’s 
actually better than the coin-op’s, plus, as unbelievable as it may seem, extra modes 
of play and game features exclusive to the PlayStation! 

Tekken 3: Prima’s Official Strategy Guide will help you get the most from the best 
3-D fighting game seen on any home console. You'll find all the moves, all the 
combos, all the characters, pro strategy guides, information on the secret 
characters, plus lots of other essential information to help you enjoy this amazing 
game to the maximum! There’s only one problem with such a perfect game as Tekken 3: 
How will Namco ever be able to outdo themselves?! I can’t wait for Tekken 4! 


Simon Hill 


A book of this size is never the work of just one person, so I'd like to say a big 
“thank you” to the following people for their invaluable help in producing this 
comprehensive book: First off, thanks to Charlie Chubb for the original design and 
Paul Middleton for design and layout (all those late nights are appreciated, Paz!). 
Secondly, thanks to Nick Roberts for sorting out the complete list of moves and 
spending hours triple-checking the pages, and Warren Lapworth for subbing my 
text and writing the “Tekken History” section. Also, thanks to Franco Frey for 
sorting out the thousands of screenshots and all our contacts at Prima in the USA. 
Cheers to everyone! 

Finally, thanks to Mike Fischer and Jennifer Fitzsimmons at Namco for all their 
help on this project. And thanks to Namco itself for producing the best 3-D fighting 


game ever! 
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tegies, strengths, weaknesses, and special moves. 
to find what you're looking £or is essential, so this 
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Нуе. Indebted to Boskonovitch for saving his life, Yoshimitsu enters 
the tournament to help an old friend. 


Easily the best move in Yoshimitau's arsenal is his ability to regenerate energy. 
White in the meditation, Yoshimitsu can build his levels back up in seconde? 


Yoshimitsu has some excefient power 
moves and can easily {зде an 
opponent. He's also excetient when it 
come te short, sharp punching and 
Kicking attacks. I you can master aB 
aspects of his arsenal, you can 
constantly attack an opponent 
Otericusiy you mut give some 
consideration to what your opponent № 


стен meve to pelt ont when things ere dove 


GENERAL FIGHTING STRATEGIES 
In addition to the basic moves for each character, there are certain general strategies that will help you 
improve your game. Here we also explain the best use of moves for beginning combo attacks, detailing 
exactly what distance you should be away from your — and the optimum time to á stant t your attack. 


doing. but you should be able to use а well 
planned sttack to меер your foe Blocking 
while you come up with the next set of 
moves in this Mer constant chain. 
Despite Yoshimitsu's excellent 
attacking ability, you can't forget about. 
detending or your opponent could start to 
dictate the pace ol the match. 
Interrupting an enemy's attack and chain 
combos is very important. The easiest and 
most common technique bor doing this is 
the basic low punch, an сагу move that 
can be followed by a rising front kick. It's 
possible to мае slightly more powerd 
moves, such as the Knee Bash, to disrupt 
an scsailant’s attack, but as you'd expect, 
your timing must be more precise and you 
deave yoursell open to а counterattack, 
should you fall. Start off by breaking 
their attacks with basic moves, then move 
on to more complicated ones. For 
example, Ш а ўсё із attacking you, instead 
of backing off, use Yoshimitsu's tow punch to break 
hit or her attack and start a chain of your own 


Xoshimiteu's fake suicide move is one of the most 
cunning sttacks in Tekken J. Н you move in on your 
ist and perform the move, Yoshimitsu turns and 
plunges his sword through his stomach and into his 
opponent. Yoshimiteu loses some energy but because 
there's no way foes can be expecting this type of 
unorthodox attack, they won't think 1o block. 
Don't overuse A soon as your opponent 
can anticipate $t. the attack becomes useless. 

When Yoshi performs his uppercut, he puts his 
whole body into {1 and takes а smali step forward, 


We TRITON CCC 


opponentit' extremely 

fast and can even hit an 
opponent who ducks or hat 
been knocked to the ground. 
15 your energy is running low, 
Yoshimitsu har the ability te 
regain his health. А «mart 
play er will always be looking 
fer an opportunity to 
regenerate heatth—for 
example. Й you 

knock your toes te the ground. 
don't wait for them te get up: back off and 
regenerate some energy 
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STRENGTHS 
The characters’ 
advantages over the 
other fighters are 
detailed in this 
section. All characters 
have their strengths 
and weaknesses, no 
matter how tough 
they seem. Knowing 
them all by heart is 
the key to pulverizing 
other players. 


WEAKNESSES 
I£ you learn all the 


weaknesses of your 
favorite character, you 
can make sure you 
don’t expose them to 
the other fighters 
when you’re playing. 
A well timed block or 
counterattack could 
be all you need to win 
the battle. 


MOVES—STEP-BY-STEP 
By reading the complete moves list, you’ll know 
how to perform the various special moves for 
each character, but you won’t know what they 
look like! This section breaks them down into 
three stages, so that you can anticipate how your 
character will act before you perform the move. 


Gameplay Basics 


COMPLETE MOVES LIST 
Every single move for the character is displayed 
in this easy-to-follow listing. This is the meat of 
the guide—official moves direct from Namco. Each 
special art, throw, and combo is displayed in a 
table. First you get the name of the move, then 
the command needed to perform the move, 
followed by the property showing where the 
move will hit (H=high, M=middle, L=low); and 
finally the amount of damage each blow will 
deliver, plus any comments on the move. In the 
throws section, you also get the button(s) to press 
to escape from a throw. 


COMBO ATTACKS 
The list of combination attacks may look a little 
complicated, but it’s really straightforward: The top 
line is the most important, as it tells you how to 
perform the combo. Simply follow the sequence of 
numbers, press the buttons that they refer to, and 
your character performs the combo. The second 
line—“Guard Point"—tells you at which places the 
combo can be blocked. Even if your opponent has 
started a combo, you can stop the remainder o£ the 
attack at these points. The third line indicates the 
heights that individual moves strike your opponent, 
and £inally there's the damage line, which tells you 
how much energy each hit drains from your foe. 


VS CPU STRATEGIES 
To complete the game and see the end sequence 
for your favorite character, you must defeat all 
of the main fighters by playing against the CPU. 
This section gives you specific strategies for 
battling all the other main characters with your 
chosen fighter. 


Gameplay Basics 


GAME FEATURES 


a practice arena, an FMV movie 


lay! Here’s a rundown of what 


ame—you versus the CPU. 
G.e., the *Quick Select" 
2 seconds to choose one o£ the 10 
ted the game and revealed 
т that’s highlighted by the cursor 

it a series of characters for 
z depending on the option 
ihachi, followed by the 


soalet); but they inst ba differenti you 
try to choose the same character twice, you 
get the message "Selected!" Bouts are 
fought over a single round. The loser is 
replaced by the next fighter in the team, 
who will then face the winner. However, 
he doesn't necessarily have a full energy 


‘START button and also allows you to choose whether your sparring - 
E partner simply s stands there, attacks you, or can be controlled Бу а ` 


game with the initial default 10 characters. 
‘your game or else it will be lost, along with t 


rounds, the difference is that you can’t pause the game, which is 
logical since you are supposed to be defeating enemies as quickly 
as possible. 


SURVIVAL MODE 

This is another mode designed for lone players. Each bout lasts for a 
single round. This is a blessing, because when you win, only around 
15% of your energy is restored—you don't begin the next fight with 
a fresh bar. You need to be an experienced, determined fighter to 
make your way up the survivor ratings. When you're £inally 
defeated, the portraits of your victims are displayed with a number 
beneath each telling you how many times you defeated them. 


TEKKEN BALL MODE 

Players choose their character, a type o£ ball (beachball, gum ball, or 
iron ball), and then go down to a beachside sports court and knock it 
between one another. Games last between one and five rounds, just 
like Arcade and Versus bouts, and you can face a series of CPU 
characters or play against friends. If you're struck by the ball, you lose 
energy, particularly if your opponent has charged it up with a special 
move. You also lose energy i£ the ball gets past your goal line and 
touches the ground, but luckily being attacked doesn't damage you. 
For more details, check out the “Tekken Ball" section near the end of 
this part of the book. 


TEKKEN FORCE MODE 

This is a completely new variation on Tekken combat—here you 
fight your way to the right with the character of your choice. The 
path you walk along has depth, too—you can move "into" and *out 
of" the screen. There's a time limit for each of the four stages, but 
each time you eliminate one of the Tekken Force soldiers (who 
attack from all sides) you gain two or three seconds. To restore 
energy, collect roast chickens. At the end of each stage, you fight a 
boss character. This is a normal Tekken 3 fight, except for the fact 
you can move into and out of the screen, and your opponent can 
move out of view. Read the “Tekken Force” page at the end of this 
part of the book for more information. 


PRACTICE MODE 

A single player chooses whose skills he wants to practice, then 
selects a victim to use as a human punching bag. With no energy bars 
or rounds, you can fight for as long as you want. A listing of 20 
moves are available for display for each character by choosing the 
relevant option in the menu. This menu is accessed by pressing the 


š 


r adjust counter-hits, replays, swap over the players, 
noose different 


characters, and even record your button commands. 


7 bably have accessed (not all 10 of the 
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viewable, then as the game is completed with different characters, 
their movies will be added to the selection list. A snapshot from the 
highlighted character's movie will be displayed as a reminder of 
what takes place in the movie. If you complete the game will all of 
the characters, including the hidden characters, you will access the 
Tekken Sound Mode, where you can play any piece of music 
uninterrupted by sound effects and fight victories. You can also 
swap disks with the original Tekken and Tekken at this Point to 
watch the movies and listen to the music by selecting the "DISC" 


menu item. 


OPTIONS MODE 

This mode itself offers a menu: Game Options, Key Configuration, 
Records, Display Adjust, and Memory Card. As you would expect 
from a Namco game, there are plenty of things to tinker with.... 


Game Options 

Naturally, this is where most adjustments can be made: Difficulty 
Level (Easy, Medium, or Hard), Fight Count (between one and five 
rounds), Round Time (between 20 and 60 seconds, in 10-second 
intervals, or infinite time), Change Character At Continue, Guard 
Damage, Select Cursor Hold, Quick Select, BGM Select (arcade, 
arrange, or silent), and Speaker Out (mono or stereo). 

The first three are most important, but Difficulty Level is 
irrelevant if playing against a friend, and in some modes the Fight 
Count and Round Time are unaffected. Luckily, a box in the corner 
of the screen tells you which modes are affected by the 
highlighted option. Other notable variables are Guard Damage— 
even if you block attacks, your character still receives some 
damage—and Quick Select, a character selection screen different to 
the standard arcade one, where you don’t have to choose your 
fighter within a time limit. 


Key Configuration 

It’s best to leave the four PlayStation symbol buttons as the two 
punches and two kicks, but what you assign to the shoulder 
buttons is a matter of taste. For example, having a left shoulder as 
sidestep into the screen and the equivalent right shoulder to 
sidestep out of it (vice versa for player two) is useful. 


Records 
Choose this and the characters are ranked according to Time Attack 
times, number of victories in Survival Mode, how osten they've been 
played, and their ratio of wins to losses. Press left or right to 
switch between these top 10 tables. 


* All of the conventions used assume that the character is facing right. 
KEY TO MOVES 

LP ....Left punch 

RP. Right punch 

LK ....Left kick 

RK ...Right kick 


Tap forward (toward opponent) 
Hold forward 

Tap back (away from opponent) 
Hold back 

Tap up 

Hold up 

Tap down 

Hold down 


^w. 


€< > > 


Tap down+forward 
Hold down+forward 
Tap down+back 

Hold down+back 

Tap up+forward 
Hold up+forward 
(5 Тар up+back 
Hold up+back 


N & S E 


Quarter circle for ward 
Quarter circle backward 
Half circle forward 
>, ©, Jy 2, .....Half circle backward 


N.. . . neutral (no direction pressed on the joypad) 

FC ....Full crouch (must be in full crouching animation) 
WS ...While standing from a crouch 

SS ....Sidestep 

. Do moves on either side of + together 

~ ++ + + Immediately followed by... 

[_].. .Choice of which way to continue the move 

> .... Next part of sequence 


ВК... Back toward opponent 

ANY ..Any button 

ALL...LP«RP«LK«RK 

Guard point in combo; hit can be blocked if previous hit 
connected 

С) ....% on joypad results in damage contained in parentheses 

C *) ...Damage next to * signifies “on clean hit" (deep hit) 

. Moves on either side of < can be slightly delayed 


Comments 

BK.. . Move recovers with back toward opponent 

JG ....This move, or one of the moves in the combo, juggles 
opponent 

RC....Recovers crouching (you may go into any WS after 
indicated move) 

BN. . This move bounce juggles your opponent off the ground 

OB ... I unguarded against, this move forces opponent’s back 
toward you 

OS ....I$ unguarded against, this move forces opponent’s side 
toward you 

РУ... This move damages your character 

DS ....Double Over Stun (opponent clutches stomach and falls over) 


* KS ....Drop Knee Stun (if opponent is hit with move, they drop 


to one knee) 
Gf opponent is counter-hit with move, they fall into SLD) 
(move creates guard stun (GS) if guarded correctly) 
GS ....Guard Stun (opponent’s guard is broken for а short time) 
Cs ....Crumple Stun (opponent crumples over when hit) 
-Stagger (opponent is staggers back ward) 
-Turn Stun (turns opponent sideways if guarded correctly) 


sc. 


û СН... .Move must be a counter-hit 
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# .... “See note # below” 
c ..... Modifies a comment. Means “on counter-hit" (e.g., JGc = 
“juggles on counter-hit") 


Position 

PLD .. Play Dead (on ground, face up, feet away from opponent) 
SLD ...Slide (on ground, face down, feet away from opponent) 
FCD...Face Down (on ground, face down, feet toward opponent) 
KND . .Knockdown (on ground, face up, feet toward opponent) 


Levels 

1 .....Move hits low height ( to block) 

m ....Move hits mid height (€ to block) 

h .....Move hits high height (€ to block/£ crouch under) 

L .....Move hits low height and downed opponents (i£ to block) 

M.....Move hits mid range and downed opponents (€ to block) 

H..... Move hits high range and downed opponents (€ to block/ 
€ crouch under) 

Sm ... Move hits special mid range (€ or £ to block) 

1...... Move is unblockable 

{t} ....Move is unblockable and hits downed opponents 


Throws 

f-throw .....Facing opponent 

b-throw .....Facing opponent's back 

rs-throw ....Throw from opponent's right side 
Is-throw ....Throw from opponent's left side 
ob-throw ....Your back is facing opponent 

c-throw .....Throws opponent in the crouch position 
g-throw .....Opponent is knocked down on ground 


Running >> 
To cover long distances across the battle area, you can run. By tapping 
forward and then holding it down, your characters run until they hit 
something. You can use a run to start two other moves: 

a slide is achieved by pressing the right kick button while running. 
This hits an opponent low and is particularly useful for attacking an 
already downed opponent. Then there’s the Flying Cross Chop, which is 
performed by running and pressing left punch and right punch. This 
hits at middle height and creates a guard stun. 


Sidestep ff or 2 

All-new for Tekken 3 is the sidestep—some characters had this 
ability in Tekken 2, but it wasn't universal. To sidestep, simply tap 
once in the direction you want to go. This move is useful for 
confusing an opponent, and getting around to his or her side to 
perform a side throw. Each character travels а different distance 
when sidestepping, so you have to know how far your favorites will 
go before fully utilizing this move. You can break into any attack 
while sidestepping, or move backward and £orward to position your 
character accurately. Sidestepping while your characters have their 
back turned will turn them around the correct way again, with 
Ling Xiaoyu being the only exception. 


Jumping or $$ or 2 or & or A or 7 

Two kinds of jump are available to all characters: simply tap in the 
direction you want to jump for a hop, or hold down in the 
direction for a leap. The difference is the distance your character 
jumps. A hop is best used to avoid a low attack or jump a downed 


‚ opponent, the leap is for starting an aerial assault on your 


opponent—press the left kick button on your descent and you 
perform a jump stun. 


í € or Мог & or V 
Without learning the skill o£ guarding—also called blocking—your 
character is always vulnerable to attack. Unlike other fighting 


` games, Tekken 3 characters actually guard/block at high and mid- 


levels when the joypad is in the neutral position—in other words, 
when you're not moving in any direction. This can be very useful, 
but should not be relied upon to protect your character as it can 
ре broken by combo attacks. Active guarding is when you press 
backward, down, or back/down diagonally to force your character 
into a blocking stance. This is the method that's recommended, and 
should become second nature to all Tekken 3 players. 


opnama mmm ten T standard setting for guard damage ti 


оп a counter-hit—this normally creates more damage. The basic setting 
for energy points is 100, but in Vs Mode both players can change this to 
start with between 70 and 140 points, in 10-point increments, to help 
or handicap themselves, or create a shorter, tougher game or longer, 
easier one. 


ATTACK RANGES 

Each move or throw can strike at a variety of levels. High (Н), Mid 
(М), and Low (L) are the three basic ones and refer to the area on 
an opponent's body where your character makes contact. Then 
there's Special Mid (Sm), which needs to be blocked in a certain 
way to survive unscathed. 


THROWS 
In addition to an array o£ punches and kicks, every character has a 
handful of throws; fighters such as King have linkable throws. The 
disadvantage of throwing moves is that you have to be close enough 
to your opponent to grab them, leaving yourself open to their 
punches and HAN but this is compensated £or by the substantial 

0 button, throws are more 
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ATTACK REVERSALS 

These can be incredibly useful. If yowre being attacked and 
perform an appropriate attack reversal, you grab the enemy’s 
attacking limb and inflict damage on them instead (the amount 
depends upon the move you reversed). Not all characters have a 
reversal attack, and some only have one that affects certain 
attacks, such as right kicks, which severely limits their use. The 
button combination for reversal attacks depends upon the fighter 
used; ali should be learnt. 


Double Reversals 3+LP+LK or >+RP+RK 

An attack reversal itself can be reversed. If you're facing a player 
who's fond of attack reversals or a skilled CPU opponent, you 
should have your double reversal or *chicken" move at the ready. 
Bear in mind the left or right dominance of your attack. If you're 
using a left punch (LP) or left kick (LK), you need the forward and 
left punch and left kick double reversal; most maneuvers that strike 
with a left limb need this reversal. Likewise, if you're attacking 
with a right limb, you need the forward and right punch (RP) and 
right kick (RK) double reversal. If you see your attack being 
reversed, it's very difficult to use a double reversal quickly enough, 
50 you should use them anyway, as a matter of course—a right 
double reversal after you attack with a right limb, and the left 


| version after a left-dominated maneuver. Of course, some characters 


have no attack reversal, so double reversals aren't necessary, and 
others have ones that only affect certain types of attack, so you only 
need to use a double reversal in those areas. These vulnerabilities are 
mentioned in the characters’ “Weaknesses” sections. Law and King 
are the opposite—their attack reversals cannot be reversed. 


Super Charge LP+RP+LK+RK 


New to the Tekken series, the Supercharger is an ability common 


| to all characters. To begin charging, press all four attacks buttons | 


Cleft punch, left kick, right punch, right kick) at the same time. 
While charging and even when charged, you can’t guard. Any hit 


x you receive is treated like a counter-hit, and similarly, when 
| you're Supercharged, your first attack acts like a counter-hit; i£ 


your opponent blocks it, they still suffer guard damage, 
regardless of how this option is set. In all cases, you lose the 
Supercharge when you deliver or receive a blow. You keep it if 
thrown, but if not lost any other way, the Supercharge disperses 
after three seconds. 


GETTING UP 


Setting to your feet after being knocked or thrown to the ground 


isn't as straightforward as you may imagine. While on the floor, 
you're vulnerable to pounce attacks and low kicks, but if you get 
up the wrong way, you can be knocked right back down. There 


are few different ways to rise: 


Rise or Roll î or © or > or J+LP then ў, € or > 
ч The simplest way to get to your feet is to press up on the Ююураа— 
Ў your character stands up. 
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Lei Wulong 
LP or RP: Green kung fu shirt, 
red pants 

| LK or RK: White button-up shirt, 


To roll left or right then get to your feet, press back or forward. A 
variation on these involves holding down and pressing left punch 
(LP) to roll onto your stomach, then press up to rise, or press 
back or forward to roll then stand up. These offer different paths 
and times to get from the prone position to the usual standing, 
automatic mid/high blocking pose. 


brown pants 


Attack LK or RK 

Lying on the ground, you're not as defenseless as you may imagine. 
Press left kick (LK) and you spring to you feet and aim a kick at 
low level, or use right kick (RK) to quickly get up and deliver a 
blow at your enemy’s mid-section. 


King 

LP or RP: Blue pants, yellow knee 
and elbow padding 

LK or RK: Blue shirt, gray 


sweatpants 


Roll then Attack or ^ then LK or RK 

You can roll in either direction, as before, then go straight into a 
kick rather than merely standing up. After pressing back or 
forward, quickly press left kick to perform а low kick, or right 
kick for a mid-level kick. Using this sequence you can avoid an 
enemy’s pouncing attack and hit them before they can guard 


Nina Williams 
LP or RP: Purple bodysuit 
LK or RK Black hot pants, dark 


against attack. maroon top 


Yoshimitsu 

LP or RP: Black pants, metal shin 
guards, silver body armor 

LK or RK Full silver body armor 


Ling Xiaoyu 

LP or RP: Orange warm-up suit, 
yellow sash 

LK or RK: Blue top, tight black shorts 
Earned: School uniform, white-and- 
blue top, pinstriped dress 


Hwoarang 

LP or RP: White Karate Gi 
LK or RK: Jeans, black chaps, 
blue tank top 


Forest Law 

LP or RP: White shirt, blue pants 
LK or RK: White tank top, maroon pants 
Start: Yellow jumpsuit Y 


Eddy Gordo 
LP or RP: Matching green-and- 
yellow pants + 

LK or RK: Black shorts, red-and- 
purple tank ? 


| Kuma 

LP or RP: Brown bear Kuma with 
| red handkerchief around neck 

| LK or RK: Panda 


| Julia Chan 

! LP or RP: Jean skirt, tan leather 
| top, leather boots 

| LK or RK: Bell-bottom jeans, 

| brown shirt 


ў Gun Jack 
| LP or RP: Dark gray body armor 
| Earned: Dark green body armor 


Mokujin 
LP or RP: Male Mokujin 
LK or RK: Female Mokujin 


ў Bryan Fury 

| LP or RP: Leather vest with black- 
and-white pants 

| LK or RK: Tan snakeskin pants 


Heihachi Mishima 

LP or RP: Dark blue Samurai pants 
| LK or RK: Purple jacket, white 

| pants 


' Character 2: Julia 
Character 3: Gun Jack 
Character 4: Mokujin 


E Ogre 
| LP or RP: Green Ogre 
| LK or RK: Pink Ogre 


E True Ogre 
| LP or RP: Brown True Ogre 
| LK or RK: Green True Ogre 


е > Character 5: Anna 
Character 6: Bryan 

* Character 7: Heihachi 

О Character 8: Ogre аа 

е Character 9: Tru Ogre 


Panda (Panda i is thie alternate 
-*costume" for Kuma.) 


Gameplay Basics 


has become an explosive 
ean beach—if you’re not 


Iter your energy 
rs, choose the type 
ving a two-player 


with different 


е; choose the 


Playing Tips 

ө Getting to the ball quickly is vital, so slow, bulky 
characters like King and Gun Jack make poor 
players. Choose a £ast, nimble character like Nina, 
Ling, Hwoarang, Law, or Lei. 

ө Although they have different damage ratings, the 
three types o£ ball act similarly, so you can 
practice with the beachball then switch to either 
of the other balls when you feel you're ready. 

€ When the ball starts a round on your side o£ the 

court, run through it to knock it way over your 

opponent’s head and far past their goal line for 
easy damage. You can try a similar thing when the 
ball’s low over your side of the center line, but if 
it’s beyond your goal line, be careful you don’t 
leave it too late and let the ball hit the floor. 

_ е Although the you can't directly hurt an opponent, 
vou can knock them to the ground, giving yoursel£ 
an easier opportunity to land the ball past their 
goal line. Don't use a powerful punch that also 
knocks them across the court, however, because 
that puts them in a good position to reach the ball. 
“Хоп don't have to strike the ball with а limb. 

Provided it's 

not charged, 

you can leap 

up and bit i 


ground, e even when it's behind 


Heihachi Mishima £ormed Tekken Force to resolve 
small conflicts all over the world—and unearth 
mighty creatures such as the God of Fighting, 
apparently!—but his intentions are not honorable. 
It's your job to bring Heihachi's army to justice. 
Your chosen fighter is scaled down from the 


Tekken one-on-one fights and put on a scrolling path. 


You walk to the right and can Sidestep “into” and 
“out of” the screen, rather than just around your 
opponent, to tame r o£ the path width. 
STAGE 2 4 a As Tekken 
Force soldiers 
| approach from 
all directions, 
use punches 
| and kicks to 
| eliminate them. 
There's no need 
for special 
moves or 
| ' т " combos, since 
(су only have nail energy vato Crow soldier 
has around 15 points, Falcon has about 30. Taking 
them out not only ensures your Safety, it also 
extends the game's time limit; you gain two seconds 
for Crow, and three when you KO a Falcon soldier. 


better—they have an associated bonus time that ticks 
away above their head. The time remaining when 
you beat them helps boost the next stage's initial 
time limit. 

When your li£e is in danger, collect the roast 
chickens that are scattered through the stages. 
Simply walk through them to restore large amoun 
of energy. > 


€ Choose a character with powerful, versa 
kicking attacks— 
Nina, Hwoarang, or 
Law, £or example—as 
these can dispatch 
the Crow soldiers 
with a single blow, 
and at a sa£e 
distance; Falcons are 
stopped with two 
quick hits. Heihachi's men are easily £elled by Eddy 
Gordo's low, swinging kicks, too—and the way he 
dances along the street t is to cool! 


@ Practice moving 
“into” and “out of” STAGE CLEAR! ! 
the screen by Ë 
replaying the * CLEAR BONUS 2 73000 
чей to the basicaly | a ЛИЕ 
3-D gameplay o£ : 1 : 


Tekken 3, it's not 
easy to do well. You 
need to be agile to quickly confront soldiers, 
before they can gang up on you, and gece “і 
take out the bosses. 

© If you need energy, line yourself up ч 


STATISTICS, rom riches to rags.... Eddy was born into one of the richest 
families in Brazil. Ever since he was a small boy, he knew h 
разра would one day take over the family business. He was well | 

x ах liked in his home town because he was а hard worker who ` 
treated others as equals. One day, when he was 19, Eddy came 


weeks. Eddy's father was working to destroy the drug cartel in 
Brazil. His untimely death occurred just when he had obtained 
enough evidence to put the kingpins away for good. In his last 


breath, Eddy’s father told him, “Now is not the right time to 
fight. Falsely admit to the crime and hide in prison. Only there 
will you be safe." Eddy went along with his father's last wish and 
the model student went from a life of luxury to incarceration as а — 
murderer. Prison life was hell and not a day went by that Eddy - 
didn't vow to get even with his father's killers. One day during a 
prison riot, he watched an old man with great power fight using 

a technique he called Capoeira. For eight years, Eddy practiced 
until he became a master and could be considered a lethal 

weapon. Upon his release from prison, Eddy heard about the 

“King of Iron Fist Tournament” and the Mishima Financial 

Empire. He decided to enter the tournament, believing he could 
persuade the MFE to help him seek his long-awaited revenge. 


Leadership Training 
Power 


Weakness 


You must beat the game with 17 characters (Eddy Gordo must be one o£ them) to access Tiger Jackson. 


Here Eddy uses his 
strongest move, the Fr 
Picker, to devastate : - 
helpless Nina. This m 
is completely 
unblockable and q 


inflicts major dama 


When playing as Eddy, your ability to 
dodge your opponents' attacks is very 
important, as it can lead to countless 
counterattacking opportunities. Eddy is 
arguably the hardest character to 
predict, and if you constantly move and 
- around, vou make things even 

se for your opponent. You can use 
sidestep technique that all È 
T $ have, or Eddy's Rewinder move. 
The Rewinder is easily the quickest and most 
ctive ‘way for Eddy to sidestep an attack. Get 

sed to it and it gives you many counterattacking 

es. It’s easily performed by pressing RP+LP 

nd can be followed by moves like the Slipper kick 
mbo or, better still, the One-Two Elbows combo. If 
ou want to juggle your opponent, use the Freak 
Show, as this knocks them high into the air for easy 
E juggling сотов. 


Because Eddy has 
so many moves that 
look similar, blocking 
them consistently is 
almost impossible. Be 
aware o£ the move 
you're doing and which 
you'll use next; that 
way you can keep the 
initiative by taking 
advantage of Eddy's 
unpredictable nature. 


‘form—tap ВК, LK in quick succession—scores 
damage, and as we've said, leads to many chain 


С lo e move—if you don’t follow up with 
à other attack, Eddy needs time to recover, giving 


C WEAKNESSES 


е Eddy's Satellite Moon kick 
combo is certainly one of the 
most potent in his arsenal, but 
only completing half of it is 


@ Eddy can put his enemy 
under constant pressure from 
the moment the match starts. 
Basically, you should never let 
your opponent catch his dangerous and can put Eddy in 

breath—once you get them big trouble. The main reason is 

reeling backward, don't let up, keep the chain going. F that there's a long pause after the first kick—if you 
Even if some moves are only basic punches or leg don’t immediately follow it up, you’re asking for 


sweeps, constantly attack. Most players become so your opponent to counterattack. If you want to use 
frustrated by Eddy’s chain attacks that they can’t the Satellite Moon kick combo, always have the 

fully concentrate on what they’re doing, and because Follow up ready, that way you'll get the full effect o£ | 
a high proportion o£ his moves hit at a low/mid the combo without putting your life in danger. 

level, blocking is difficult. Most players keep a 

mid/high blocking stance for most of a match, so a — @ A big, awkward weakness is 
quick sweeping attack often floors them. EI. tnat in order to use many o£ 


his better sweeping combo 


@ I$ you know how to use him еў. attacks, you must put yourself 
properly, Eddy is one of the hardest 5” с ` ina dangerous ground 
characters to block consistently. It's J š — E | position, like the Handstand 

a common belief that his attacking or Relaxed stance. Until you begin to use the 


options can be brought to a halt by intended combo, Eddy is extremely vulnerable, 
simply blocking low. This is true up T and a quick-thinking opponent can easily take 
to a point, but not a hard and fast e advantage and cause massive damage. You 

rule. Most of Eddy’s players would = ка | shouldn't get into these positions unless you know 


have to admit that he doesn't =: what you’re going to do—don’t just go 
have many high moves—a good into a Handstand then think about your next 
thing, in some ways, as this move, you must first know what that move 
attack height is the easiest to iy will be! This is particularly true against 
block or reverse—but he does have an dg characters like Nina, Paul, and King, as 
excellent variety of low- and mid-level they have moves that can destroy you 
kicks that prove very difficult to block. while in this stance. 


Also, due to the extreme weirdness of his 
kicking attacks, most of them can’t be ч 2 E Ф Because o£ his weird attacks 
easily reversed. E- 4 : [ 4 and the way you perform 
; them, you should never 
€ Eddy's Handstand Р hold Back on the control 


position is one o£ > ^ pad while attacking 

the most 1 someone. I£ you do, you're 
unorthodox P ' likely to go into an unwanted 
stances in Tekken 3, Handstand, which can be disastrous. 
and while you may 1 ` , Unless it's part of a move you want 
think it's just designed for to use, never press Back on the pad 
entertainment value, it forms the basis when you’re on the offensive. 


of numerous attacking moves and 

combos. The Handstand can be a real = @ Eddy’s biggest weaknesses 
strength, as it’s difficult for an - : E are his slow moves. While his 
opponent to predict what Eddy will do - ^ 2 ` | kicks inflict a good deal o£ 
next. When you begin playing as Eddy, Ў т 2 damage, they don't have the 
stay in the Handstand position as са с = speed to beat his opponents’ 
frequently as possible and practice — = punches—unlike the 

dodging from this stance when in a | extremely fast-kicking Hwoarang. You need to 
tricky situation. I£ you can do this, J work on your timing and button skills, not rely on 


the Handstand can be a killer! _ | button-mashing and luck. 


MOUE НАМЕ 
One-Two Elbows 
Rewinder Away 
Rewinder Near 
Slippery Kick (Leg Circle) 
slider 
>Side Flop 
>Slider-Needle 
>Slider-Hammerhead 
>Handstand 
Satellite Moon 
>Hot Plate Special 
>Roundhouse 
Forward Handspring Kick 
Fakie Handspring 
Crying Needle 
Hammerhead 
Front Stinger 
Face Jammer 
Circle Kick 
Shin Cutter Combo 
Brush Fire 
Samba 
Handstand (HSP) 
Lunging Brush Fire 
>Laydown 
>With Fade Away 
Back Summy 
Back Summy Crouch 
Back Summy-Fire Kick 
Back Summy-Scoot 
Boomerang 
Elbow Sting 
Elhow Uppercut 
Toe Tap 
Kneecap Crusher 
Freak Show 
Knee Thruster 
leg Whip 
Thong Bikini | 
Leg Whip-Low Kick 
Leg Whip-Needle 
Leg Whip-Hammerhead 
Leg Whip-Low Kicks 
Leg Whip-Mars Attack 
Leg Whip-Mars Attack 
Weed Whacker 
Bushwacker 
Shin Cutter 
Cut Crosser 
Cut Cross Header 
Cut Cross Hammerhead 
Bushwacker-Hot Plate 
Cutting Leg Whipper 
Barbed Wire 
Barbed Wire-Handstand 
Roundhouse 
Fire Kick 
Backflip 
>Handstand 
Fruit Picker 
>Picker Cancel 


COMMAND 
LP, RP 
LP + RP 
3 + LP + Вр 

AK-RK 

RK 

RK, RK 

ВК, LP + ВР 

ВК, LP + RP, LP + RP 
€ 

RK~LK 

LK 

RK 

LK + RK 

LK + ВК = 
FC, LP + RP 

FC, LP + RP, LP + RP. 
[FC_WS] + LK + RK 
WS + LK 

WS + RK 

=> + RP, LP, RK 

> +LK 

> + ВК 

> + [ + RP 
>, > + LK 

>, > + LK, V 

>, > + LK, € 

>, > + ВК 

>, > + ВК, ¥ 

>, > + ВК, LK 

>, > + ВК, RK 

>, > + LK + RK 

є + LIP 

S + RP 

© + IK 

< + ВК 

S + LK + ВК 

«ІК 

< + ВК 

© + ВК, LK, LK 

< + ВК, LK, RK 

© + ВК, LK, RK, LP + RP 
© + ВК, LK, ВК, LP + RP, LP + Вр 
© + RK, LK, RK, RK 

© + RK, ВК 

© + ВК, RK, LK + RK 

2 + LK 

2 + LK, LK 

о + LK, RK 

2 + LK, RK, ВК 

2 + LK, RK, LP + RP 

:2 + LK, RK, LP + RP, LP + RP 
2 + LK, N + LK 

2 + LK, N + RK 

2 + RK (RK...) 

2 + ВК (RK...) = + RK 
Io 2] + ВК 

I? 2p LK + RK 
1,5, е 


ФАП Eddy Gordo’s moves and strategies can also be used for Tiger Jackson. 


DAMAGE 
B, 15 


LL 10, 10 
| 15 
II 15,15 
Іт 15, 25 
Im 15, 30 
LL 10, 10 
m 25 
т 15 
т - 
M 25 
m 25 
m 30 
M 20 
h 25 
m 20 
hhm 8, 10, 20 
m 25 
m 20 
m 30 
m 30 
m 30 
L 20 
m 35 
M 16 
m 10 
m 15 
m 15 
I 12 
m 20 
m 20 
h 15 
him 15, 12, 25 
ШЇ] 15, 12, 15 
hLim 15, 12, 15, 15 
him 15, 12, 15, 30 
һи 15, 12, 15, 15 
hM 15, 12 
hMM 15, 12, 25, 20 
L 12 
LM 12, 25 
u 12, 15 
Lil 12, 15, 15 
Lim 12, 12, 15 
Lim 12, 12, 30 
Lm 12, К 
Lh 12, 15 
hth) 15 (30...) 
hth)m 15 (30...) 12 
m 28 
m 20 


COMMENT 


х= Р 
= 


RLX #1 


ВІХ #1 


MOVE NAME 
Handstand Walking 
Regular Stance 
Handstand Tilt Away 
Handstand Tilt Near 
Handstand Tilt Low Kick 
Armadillo 
Rotator 
Perch 
>Flop Kick 
Flop Right - 
Calipso 
Flop Left 
Circus 
Carnival 
Super Carnival 
Giant Step 
Psyche Out 
Circle Stand 
Helicopter 
Circle Sit 
Straight Flop 
Hot Plate Special 


MOVE NAME 
Jumping Jacks 
Jumping Jacks Mirage 
Jumping Jacks Island Mirage 
Jumping Jacks Dos Sole 
Jumping Jacks Cruncher 
Hot Plate Special 
>Handstand 
Twister Swirl Kick (TSK) 
TSK to Back Plant 
Twisters 
Twisters Combo 
Jumping Jacks-Wheel Kicks 
>Duck Position 
>Sau Paulo Special 
Jumping Jacks Piston Kicks 
>Back Kick 
>Laydown 
Chop Down-Take Down 
Chop Down-Kick Out 


MOUE NAME 
Low Header 
Hammerhead 

Rio Delight 

Scoop Up Kick 

Back Handspring Kick 
Fakie Handspring 

Low Stinger Combo 
Twister-Handstand 
Twister-Slippery Kick 


HC: Hits correctly. 
RIM: Relaxed Position. 


COMMAND 
> = 
a -— 
$ = 
5 == 
I9. 01, LK + ВК — 
>, LP + RP — 
I? 21ILK RKI m 
v = 
LK + ВК m 
LP .m 
LP, LK, LK mim 
RP m 
RP, RK, € ті 
RP, ВК, LK mil 
RP, RK, LK, €- m, І, т 
к 1 
IK-— = 
LK~RK II 
RK Smm 
RK, LK + RK Smmll 
7 + ШК ВКІ М 
вік т 


COMMAND LEVEL 
LP + RP h 
LP + RP~LK hm 
LP + RP, LK hhm 
RK, LK h 
RP m 
LK m 
€ m 
RK, € | 
ВК, LK, € m 
LK L 
LK + RK M 
LK + RK hM 
v m 
LK + RK, & + LK + RK, Я + LK + RK hMMMm 
f +K M 
LK Mm 
+ M 
f + LK, 2 + LK ML 
$ + LK, LK + ВК MI 


#1: Holding back puts Eddy into HSP. 
#3: Can link directly into Slippery Kick series. 


COMMAND 


LP + RP, LP + RP m 
LK, RK mm 
LK~RK m 
LK + RK M 
LK + BK- < — 
ВК, LK + ВК mm 
RK-LK LL 
RK~LK, LK + RK LLL 


#2: Holding down puts Eddy into RLX. 

#4: Can link directly into any of the Leg Whip series. 
CD: Takes off correct amount of Damage. 

HSP: Handstand Position. 


10 
10, 15, 25 
10 
10, 12 
10, 12, 25 
10, 15, 25 
15 
10, 13 
12, 12 
12, 12, 10, 10 


DAMAGE 
12, 15 
12, 20 

12, 15, 13 


6,6 
15 
6, 6, 30, 18, 20 


12, 10, 10 


JG 
HSP 


RLX 

HSP 

ВІХ #1 #3 
HSP 

ВІХ #1 #3 
HSP #2 
RIA #1 


COMMENT 


JG 
HSP 


16 


COMMENT 


Rio Deal LP + LK f-throw 
Rio Special RP + RK f-throw 
Rodeo Spin ©, 2, 5, €, > + LP + RP. f-throw 
Air Mail [LP + LK or RP + ВК] b-throw 
Missile Launcher [LP + LK or RP + ВК] Is-throw 
Shadow Dancer ILP + LK or RP + ВКІ rs-throw 
Reversal Throw ILP + LK or RP + RKI ob-throw 


Command LK + RK ІК + ВК 2, LK + ВК 2, LK + RK 
Buard Point 

Property M H, M M M M 
Damage B, 6 


гір 15 20 


Command LK (Can follow into the Thong Bikini links) 
Buard Point 

Property L 

Damage 12 


Eddy Gordo 


— мащ X МЕРЕ 
COMMAND LEVEL 


2 + LK + ВК L 40, 40 


m 
o 
— 
COMMAND LEVEL E DAMAGE 
(During Rewinder or Sidestep) LP + RP h 12, 15 


SAMBA 


COMMAND i LEVEL DAMAGE 


> + ВК m 20 


E —— 
COMMAND LEVEL DAMAGE 
(From Relaxed position) RK-LK, LK + RK Ш 12, 10, 10 


AR MAIL 


= 
z 
І! 
(ў 
| 
ph 
Р, 
Ne 
ү! 
аў 
Е | 
к 
1 


COMMAND LEVEL DAMAGE ESCAPE 


COMMAND LEVEL 


DAMAGE 
(During Rewinder or Sidestep) LK m 15 
ЕЕЕ 
SSE Н раіна 
EREE ТНАОЗТЕВ 


— — DE =» 
COMMAND LEVEL DAMAGE 
е + IK 20 


SATELLITE Моон 


* 
A ё = és 
i = >. 
сара: - 
— E eS 
COMMAND LEVEL DAMAGE 
RK~LK m 25 


COMMAND 


м + LK 


COMMAND 


[LP + LK or RP + ВК 


COMMAND 


RP + RK 


Eddy Gordo 


I US EDDY GORDO 


№ Counterattack and mirror your opponent as best as you 
| can—if the CPU Eddy performs a Freak Show, block 
then retaliate with a Freak Show of your own. The 
computer has problems blocking series' of looping combo attacks, 
but done overuse them or it will learn to counterattack. 


«я VS YOSHIMITSU 


Yoshimitsu should be a piece of cake. АП you need do is 

| overwhelm him with lots o£ spinning sweep attacks. 

: Because Yoshimitsu likes to attack high (one of his 
vorite moves is the triple spinning kick), using Eddy's low attacks 

roids your enemy's moves while counterattacking with your own. 


This match is a complete nightmare for poor Eddy! The 4 : VS BRYAN | FURY 
fast-kicking Hwoarang can attack Eddy while he uses Ч | The trick is to mix the style and level of attack every, : 
his low sweeping attacks— the Handstand position, in time—Bryan quickly works out what you’re doing if you 


always rely on low attacks. Eddy only has a handful of 
is to keep your distance then counter his assault with chain attacks. high level attacks, but mixing them into your fighting style increases 


- VS NINA WILLIAMS the chance of his powerful low level attacks hitting home. 


VS KUMA 


I£ you can't win this match with Eddy, you should 


. У Nina’s excellent speed, attack power, and counterattack 

abilities cause problems for Eddy. The key is to try and 

u stay as low as possible when fighting her, because all o£ choose another character. Eddy's fast and low attacking 

QD her 10-strings start high. I£ you do this, you take away Nina's style should have Кита on the ground in no time, then — 
| greatest asset and give yourself a chance to confuse her with simply take advantage by using a pounce attack or, better still, 
sweeping attacks. another sweeping combo. Easy. 


| VS FOREST LAW >. VS HEIHACHI MISHIMA 

Eddy's ability to mix his low attacks to create confusing (Т The key in this match is to mix your fighting tactics— ` 

sequences proves highly effective against Forest Law, as similar to Bryan Fury, i£ you use just one style o£ а, “ 

he tends to use high attacks like the Rainbow Kick to Heihachi begins to punish you with powerful — p 
knock you to the ground. Don't let Forest use his speed advantage to counterstrikes. Once again, use the occasional high- or medium-level . 

x rce you into an attack—stay back and pick your moments carefully. attack to keep him on the defensive, then use powerful sweeping 


VS JIN KAZAMA — fo emen ызы o. 


You must have sound blocking skills, as Jin's high/low VS JULIA CHANG 
| level attack combos cause major problems. Blocking You must take control of the fight from the start and 
—— well also gives you the chance to counter with sweeping keep her under pressure, as this will prevent Julia from 
attacks of your own. Steer clear of high attacks in this match, or starting any o£ her deadly combo attacks. Remember 
Jin's reversal attack will get you! Do what Eddy does best: sweep that Eddy has an extremely short recovery time after his attacks, so 
: attack pur foe for all you're worth! it's easy to chain them together. Keep going forward and you'll have 


the match won іп no time! ` 
VS LING XIAOYU 
9, When Ling enters her Art of Phoenix stance, use a quick : US MOKUJIN 
E Front Stinger attack, then drop into the ground position There are no specific Mokujin fighting strategies, 


and follow this up with a Helicopter move. When Ling | because he uses the moves and style of other 
er basic fighting stance, simply let пе attack then counter 4 combatants. Watch him at the start of the round t 


learn who. If he walks toward you, puts his hand on his hip. 
looks up at you, for example, refer to Nina Williams’ Vs um 


VS PAUL PHOENIX 


ddy's game here. Use this stance whenever you | з 
— as it confuses your foe and gives you lots o£ too long isa bad idea—Paul can easily Score ` hits 
Phoenix Smasher, among other maneuvers. Whenever you get 
chance to counterattack, use well-timed moves that score hefty 
„5 oo _ 


de 


“STATISTICS ending a helping hand.... Boskonovitch created the Cold 
- E machine during experiments in his search for eternal life. 
o o technology, still unproven, was used to preserve his young 
Козине daughter, who suddenly passed away. Yoshimitsu raised research. аа 
6 funds, and as the leader of the Manji party, he helped the poor and 
Ja ) disadvantaged. Yoshimitsu visited Boskonovitch when he learned 
of the many martial artist disappearances. The “Yo-man” was 
Manji ninja arts surprised to find Boskonovitch suffering from a mysterious v 
pathological organism. It's believed to have been contracted during 
Unknown lab experiments while making the Cold Sleep machine. Like some 
weird sci-fi story, Boskonovitch claims he needs blood from Ogre to 
178cm live. Indebted to Boskonovitch £or saving his life, Yoshimitsu enters 
ii the tournament to help an old £riend. 
өз 


° GU ñ]ꝗ́ ш 


Easily the best move in Yoshimitsu's arsenal is his ability to regenerate energy. 
Leader of Manji clan While in the meditation, Yoshimitsu can build his levels back up in seconds! 


Watching sumo 
matches, net surfing 


This basic punching combo may be easy to perjorm, but its speed and power make it a 
great move to pull out when things are close. 


doing, but you should be able to use a well 
planned attack to keep your £oe blocking 
While you come up with the next set of 
moves in this near-constant chain. 

Despite Yoshimitsu's excellent 
attacking ability, you can't forget about 
defending or your opponent could start to 
dictate the pace of the match. 
Interrupting an enemy's attacks and chain 
combos is very important. The easiest and 
most common technique for doing this is 
the basic low punch, an easy move that 
can be followed by a rising front kick. It's 
possible to use slightly more powerful 
moves, such as the Knee Bash, to disrupt 
an assailant's attack, but as you'd expect, 
your timing must be more precise and you 
leave yourself open to a counterattack, 
should you fail. Start off by breaking 
their attacks with basic moves, then move 
on to more complicated ones. For 
example, if a foe is attacking you, instead 
of backing off, use Yoshimitsu’s low punch to break 
his or her attack and start a chain of your own. 


Here Yoshimitsu demonstrates his ability to kill himselj, while 
taking his enemy out at the same time. A risky move indeed! 


|. Yoshimitsu's fake suicide move is one of the most 
— cunning attacks in Tekken 3. I£ you move in on your 
foe and perform the move, Yoshimitsu turns and 
plunges his sword through his stomach and into his 
opponent. Yoshimitsu loses some energy but because 

there's no way foes can be expecting this type of 

unorthodox attack, they won’t think to block. 

Don't overuse this move—as soon as your opponent 

. can anticipate it, the attack becomes useless. 

When Yoshi performs his uppercut, he puts his 
whole body into it and takes a small step forward, 


Using the handle oj his sword to maximum effect, Yoshimitsu 
hammers away on his opponent's head. 


Yoshimitsu gets caught by Jin jor some big 
time damage. 


knocking your 
opponent into 
the air so you 2 
can juggle him X 
or her. It’s ` 
easy to 
perform and 
can be 
done in 
tight 
situations. 
Yoshimitsu has some 
o£ the best unblockable 
attacks, so building 
them into your general 
fighting style is 
essential. The Sword 
Poke unblockable is good 
for finishing an 
opponent—it's extremely 
fast and can even hit an 
opponent who ducks or has 
been knocked to the ground. 
If your energy is running low, 
Yoshimitsu has the ability to 
regain his health. A smart 
player will always be looking 
for an opportunity to 
regenerate health—for 
example, if you s me 
Knock your foes to the ground, 
don’t wait for them to get up; Басё 
regenerate some energy. __ 


€ Yoshimitsu's unique 
moves keep an opponent 
| guessing and constantly 
blocking £or long sections 
o£ the match. His basic E 
standing jab is arguably the 
fastest move in Tekken 3, 
making it excellent £or repeated attacks to an 
opponent's head. You can use it with well timed side 
kicks, crouching punches, and the occasional 
uppercut to produce an excellent £ighting style that 
can be very off-putting to your opponents. If your 
foe is even slightly hesitant, you'll force him or her 
to continually block your varying attacks and may 
even bully him or her into a hurried counterstrike, 
opening the door for you to use a combo. 


€ One of Yoshimitsu’s 
ig main strengths is his 
ability to juggle 
opponents. He has the best 
basic uppercut; plus his 
Kangaroo Kick, Punch- 

= Uppercut, and Jab-Sweep 
can all start a juggle. Each of these has an 
excellent recovery, making the 
following juggle sequence easy to 
execute. The key is to know 
exactly which starter to use and when, as well 
as develop a repertoire of follow-up juggles. 


Ф Yoshimitsu has arguably the best set of unblockable 
attacks, giving him an advantage over pretty much 
every other character. He has an unblockable move in 
all of the following departments: airborne, damage 
trading, forward rushing, and even a rising 
unblockable! The most important unblockable is the 
Poison Breath attack. It’s quick, very easy to 
perform, cannot be countered, cannot be avoided, and 
can be used to start a combo! If you can perfect this 
move, you have an excellent weapon that can get you 
out of a tight spot when necessary. 


Ф Yoshimitsu is one of the strongest characters 
in Tekken 3, but also one of the most difficult 
to play. You must develop a balanced attack 
and blend power, speed, and skill. If you can 
do this, Yoshimitsu is almost unstoppable. With 
Yoshimitsu, more than any other character, 
practice is essential. You could say his difficulty is 
a disadvantage, but in the long term, Yoshimitsu’s 
sheer depth and potential make it a big plus. 


Ф Yoshimitsu's main 
- weakness is his lack o£ 
| sidestepping attacks. The 
sidestepping ability is a 
1 big part of the Tekken 3 
game engine, so obviously 
he's at a disadvantage, 
койсок: when fighting the faster characters. 
He has a couple of side throws but little else. 


© Yoshimitsu only has one 

special throw! You may 

think this is only a small 

problem, but as you 

become more skilled and 

play against higher levels 

of opponents, it becomes a a 

major £actor. I£ you're going to use | Yoshimitsu's 
only special throw, beware—once an opponent gets 
a grip on it, they'll have no problem escaping or 
even reversing it! 


@ The other major 
weakness is quite a big 
one: Yoshimitsu is so 

; difficult to control! With 

some characters, you can 

simply start playing 
! and use a couple o£ 
basic moves to 
take out most 
beginners and even 
some average players 
Paul Phoenix and Forest 
Law are good examples o£ 
this. This is certainly not 
the case when playing as 
Yoshimitsu. His 
moves and fighting 
style make him 
. very difficult to 
master and this 
can put some 
players off. 
You must 
have patience 
and be 
prepared to 
practice if 
you want to 
control him 
effectively. 


MOUE NAME 
Punch-Üppercut 
Punch-Double Uppercut 
Jah Roundhouse 
Jab-Sweep 
Zig-Zag 
Kangaroo Kick 
3 Kick Combo 
Back Blow 
_ Yoshimitsu Blade! 
Knee Bash 
Solar Kick 
. Reverse Solar Kick 
Shark Attack 
Shark Attack Blow 
‘Stone Fists 
Door Knocker-Back Knuckle 
Door Knocker 
Basic Uppercut 
Slap-U-Silly 
Crouching Spin Kicks 
>Front Kick 
Energy Charge 
>Energy Field 
>Lifesucker 
>Energy Drain 
Avoiding the Puddle 
Knee Cap 
Indian Style 
Meditation 
>Warp 
>Slap-U-Silly 
>Kangaroo Kick 
>Stand Up 
Deep Thought 
Slap-U-Crazy 
Side Kick 
Spinning Evade 
Poison Wind 
Bronze Fist 
Steel Fist 
Silver Fist 
Gold Fist 
>Death Slash Fake 
>Death Slash 
Death Slash 
>Death Slash Fake 
>Death Slash 
Sword Poke 
Windmill 
>Windmill Cancel 
Samurai Cutter 
Death Copter 
>Death Copter Attack 
Death Copter Trick 
Hara-Kiri 
>Hara-Kiri Dance 
Hara-Kiri Fake 
Spinning Hara-Kiri 
>Fatal Hara-Kiri 
. Flea 
>Stand 
>Running Flea 
»Jumping Flea 
» Kangaroo Kick 
Bad Stomach 
>Poison Breath 
Wood Chopper 
_ Moonsault Slayer 
Yoshimitsu Flash! 


COMMAND 
LP, RP 
LP, RP, LP 


O — 


RP, 2 + LK 
LK, RK 
RK~LK ` 
RK, RK, RK 
> + RP 


, > + RP 


=>, > + ВК 

>, > + LK + RK 

>, Э +1р + ВР. 

>, > + LK + ВК, LP + RP 
>, > + Щ + ВК, LP + RP, LK + ВК 
© + LP, LP, LP, LP, LP, LP 
© + LP, RP 

< + LP<LP<LP<LP 

< + RP 

€ + RP, RP, RP, RP, RP, RP 
€ + LK, LK, LK, LK, LK 

> + ВК 

SS + LK + RK 

> 

ILP + ВК ВР + LK] 

ILP + ВК, >_RP + LK, 391 
I$ $9 2]4 ВК 
FC, S + LK 

Ў + LK + RK 

3 + LK + ВК, N 

Ie 2] 

RP, € + RP, RP, RP, RP 
RK 

^ 

D + LK + RK, V 

© + LP, RP, № + RP (x6) 
© + ВК 

© + LK + RK (up to x6) 
Я + LK + RK 

Я + LK + RK, = + LP 

Я + LK + RK, © + LP, LK + RK 
Z + LK + RK, © + LP, RK 
Я + LK + ВК, © + LP, RK, 2 + LP 
[4 

N 

2 + 

-N, € 

N 

, € + Ip 

S, © + LP, N, LP 

е, е 

Fe, 2, = + LP 

Л + LP + RP 

v 


A + IP + RP, = 
3 + LP + ВК 

© + LP, LP, LP... 
>, > + + ВК, М. 
>, > + LP + RK 
>, > 

07 +1р + Вр ` 
$ 

Ге, е 5, =] 
I» 9$ аі 

LK + RK 

е +1р+ ВР ` 
ILP RP LK ВК 
>, > + LK, LP 
$, ©, Ір. 
<= + LP + RK 


Yoshimitsu 


40, 40 
40, 40, 30 
10, 10, 10, 10, 10, 10 
15, 12 
15, 12, 12, 18 
13 
10, 10, 12, 12, 14, 15 
12, 7, 7, 5, 5 


+5 (each bounce) 
10, 12, 12, 14, 15 
30 


15, 12, 10, 10, 12, 12, 15 


10, 2, 15 
Varies 
10 


60 (-БО to you) 
3 (-3 to you) 
100 (-100 to you) 
100 (-100 to you) 


COMMENT 


Yoshimitsu 


THROW NAME COMMAND LEVEL DAMAGE ESCAPE 
Jumping Body Slam LP + LK f-throw LP 
Sword Face Smash RP + RK f-throw RP 
Rainbow Drop 3, 2, е + LP + ВР f-throw 

Tornado Drop ILP + LK or RP + RK] h-throw — 
Wheels of Hell ILP + LK or RP + ВК Is-throw LP 
Spiritual Division (or Clonimitsu) ILP + LK or RP + RKI rs-throw RP 
Lower Parry 15 214 [LP ІК RP + RKI — — 
Reverse Throw ILP + LK or ВР + ВК] ob-throw 


RE 

#1: Can link directly into the Stone Backhands. 

#2: Can chain into Spinning Low Kicks after one or more Spinning Stone Fists. 

#3: After any spin series ending with a backhand after six consecutive spins, Yoshi will become dizzy and fall over. After any spin series ending with a low spinning sweep after five consecutive 
spins, Yoshi will become dizzy and fall over. 

#4: Can only go into Front Kick after two or more Spinning Low Kicks. 

#5: If opponent is close when Yoshimitsu teleports, he will appear behind directly behind them. If Yoshi was more than three character lengths away, he will teleport to the same location he 
was sitting in, but face his back toward opponent. 

#6: After six-and-a-half hops, Delayed Sword Slice will do 100% damage. 

HC: Hits correctly. 


CD: Takes off correct amount of damage. 
SDP: Sword Debate Position. 


Command RK LP LP 
Guard Point °. 
Level M 

1 


Unblockable Unblockable 
8 


Command LP LP LP 
Guard Point 

Level Unblockable Unblockable Unblockable 
Damage 8 8 30 


Command LP LP LP 
Guard Point 

Level H Unblockable Unblockable Unblockable 
Damage 8 8 30 


Command 

Guard Point 

Level H Unblockable 
Damage 


Command 
Guard Point 
Level 
Damage 


Command K 
Guard Point . 
Level H 
Damage 20 


Guard Points are points in which you can resume blocking even if the previous hit connected. 


— 
DOOR KNOCKER 


FC, с + LK m cow =, © + RK я: — 


| š — j к Bast. cp 
in "BI. Er. P > 
ТЕГИ 72. 


SS + + RK + LP + RKP + IK h varies SS + LK + RK _ 


e 


POISON BREATH = cg POISON T 


— + LP + RP + ANY x 35 Z + K + RK Ww cms 1" 


e n сет : 


[X gr uoo c c une Ба Mam = UOS ANC 
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STEEL FIST - 


5, = © + LP RP 


| SWORD FACE SMASH 


VS EDDY GORDO 


even seasoned Yoshimitsu players. Avoid close combat, 
as Eddy possesses many sweeping combo attacks that 
can rapidly drain energy. Use a combination of unblockable attacks 
and throwing techniques to slowly defeat him. Don’t attempt the 
reversal a as se of Eddy's attacks cannot be reversed. 


Watch out £or Yoshimitsu's deadly kicking combination 
attacks, the most common of which is the LK, LK, LK 

: combo. I£ you can work out the timing o£ these kicks, 

. you can use the reversal move every time. Yoshi also regularly uses 
the unblockable Flea; counterattack with a kick combo. 


VS HWOARANG 


For this bout, blocking is very important: If you fail to 
*| block his first kick, you can almost guarantee that 
Hwoarang will follow it up with more. The reversal 
Q technique isn't much use, either, as it doesn't work on a large 
number o£ Hwoarang's kicks. You must use solid blocking £ollowed 
by powerful counterattacks to win this match. 


VS NINA WILLIAMS 


Nina is a tough character but relies on her kicking 

] attacks too heavily. However, because she mixes kick 
heights so well, blocking them can be a problem. Her 
Creeping Snake is a good example—it hits M, H, H, L! You must learn 
to read her attacks quickly, then act accordingly. Beating Nina any 
time after the fifth stage is a real test. 


VS FOREST LAW 


Law is one of the average characters who can seem 
difficult to beat early on, but with a little Practice can 
be quickly defeated. You can use the reversal attack to 
. counter a large number of his favorite attacks, like punching and 
kicking combos. 


VS JIN KAZAMA 


You must constantly be on your guard when fighting the 
| extremely dangerous Jin Kazama. Use a mix of 

—l unblockable attacks and look out £or Jin's favorite 
Ñ combo attack—the roundhouse to triple spin kick combo. Block the 
. first three hits and reverse the fourth. 


VS LING XIAOYU 


Ling is probably the quickest character in Tekken 3 and 
it's easy to be overwhelmed by her constant attacks. Use 
the regular jab to break up Ling’s barrage then follow 
up with chain attacks or power moves like the Shark Attack Blow. 


1 Ling uses her Crouching stance, employ the unblockable Running 
Fle: move. 


VS KING 


King’s throwing range is debatably the best in the 
game, so close combat is a no-no. He has a huge array of 
multi-part throws = can drain up to 90% of your 


Eddy’s confusing fighting style make this fight a test for 


і confusing attack style, then follow up with combos o£ а 
your own. I£ you knock Lei to the floor, never close in 
on him, as he almost always uses a rising kick attack. Instead, stay 
back and use Yoshimitsu's Energy Charge to regain some life force. 


VS GUN JACK 


Gun Jack doesn't have quite as many throwing 
techniques and multi-part attacks as King, but makes up 
for this with power and surprising speed. The key is to 
utilize Yoshimitsu's vast array of unblockable moves to drain his 
energy quickly—just don’t get too close! 


] US BRYAN FURY 


Bryan has a fighting style that's difficult to read and 
even harder to beat. The trick is to mix the level at 

^ which you attack: Bryan tends to have problems 
blocking low and mid-range attacks, so use moves like the Slap-U- 
Crazy or Shark Attack Blow to exploit this weakness. 


VS KUMA 


You should approach this opponent in the same way as 
Gun Jack: stay out of Kuma's throwing range and use 
power moves to knock him to the floor. Get too close 
and Kuma may grab you, and the subsequent throw can inflict 
heavy damage, so watch out! 


VS HEIHACHI MISHIMA 


Your blocking skills must be in top form—you simply 

| cannot afford to give a character like Heihachi any free 
hits or he makes you pay. Yoshimitsu's reversal attack is 
very useful, as most of Heihachi’s attacks land at high or mid level. 
A player who has perfected his reversals should have no problems 
stopping him. 


VS JULIA CHANG 


Successfully and consistently blocking Julia's kicks 

A | takes time and practice, but then you'll have lots o£ 
— № counterattacking opportunities. Wait for Julia to make 
her move, block her attacks, then quickly launch a counter. Use 
something like the Door Knocker-Back Knuckle, or even a well 
timed throw. : 


VS MOKUJIN 


Mokujin can mimic the moves of every character, but 1 


7 | deduce who he's become. Look for a characteristic taunt : 
or move, or a dead giveaway like a wooden sword—Yoshimitsu! 


VS PAUL PHOENIX — —< 
T Paul's common moves, like the Hammer to Power Punch, 
can be countered with Yoshimitsu's reversal attack, once 
—=1! you learn their timing. The computer-controlled ` 


Phoenix, however, hardly ever reverses си. so feel free to use a 
of Yoshimitsu’s power moves. 


you watch carefully at the start of the round, you can _ 


qud STATISTICS | illing two birds with one stone.... A student of Tae 
1 K Kwon Do who works out at Baek Doo San's dojo, 

x | Hwoarang makes a lot of money through dishonest 
“oe gambling wagers. As part of what’s called a fraud team, he 
and other members pick fights for money. They manipulate _ 
the odds by concealing their true strength. Hwoarang cum 
escalates the odds against him and makes what appears to 
be a foolish wager. His opponents soon realize they're the 
real fools when Hwoarang soundly beats each and every one 
of them. One day, members of the Mishima Group came to 
town, among them Jin Kazama. Hwoarang talks them into 
his game and is matched against Jin. Hwoarang 
embarrassingly can only manage a draw. He hangs his head 
in disbelief at the first blemish in his perfect career. 
Sickened at the thought of having to tell his teacher, Baek, 
the bad news, Hwoarang vows to practice every day to —Ç 
guarantee that it will never happen again. Then, terrible 
news—Ogre claims Baek as yet another victim. 

Hwoarang now has a purpose in life. He will participate 
in the tournament, beat Jin Kazama, and seek revenge 
against Ogre. 


Hwoarang uses his Power Blast move to devastate the usually tricky Eddy 
Gordo. This powerful kick takes about two seconds to charge, and can inflict as 
much as 80% damage! 


When fighting as Hwoarang, the key is to keep the 
correct distance between yourself and the enemy. 
Just outside sweep distance, Hwoarang becomes one 
of the best attacking forces in the game! His 
opponents will have little time to react to his mind- 
numbingly quick kicks. He has the Bird Hunter to 
start a juggle combo, and once opponents are on the 
floor, moves like the Chainsaw Kick and Tsunami 
Kick can be used to keep them there. From the 
correct distance, Hwoarang can dominate any fight. 


ag distance from an opponent, quickly 
Supercharge then 1 move a ипе 


3 3 +. to juggle his реле) add Increases its 
b. е tenfold: „„ 


with three airborne hits 


 unblockable once the first 


` Using the Hunting Hawk to 
its maximum potential gives 
the Hwoarang player an 
advantage in a close fight. 
It's easily one of 
Hwoarang’s strongest 
moves, as it can be 
used from so many 
different positions— 
it works equally 
well from close 
range, sweep 
distance, and even 
outside sweep range! The 
Hunting Hawk connects 


that cause around 25% 


damage and it’s 


kick has landed. uc 
. The Ecoli Righty is one 
I arang's overlooked. Ü 


€ Hwoarang's main 

strength is plain 

| for all to see—he's 

the fastest and 

strongest kicking 

character in 

Tekken 3! He has 

countless attacks 

| that he can vary 

with relative ease to form an assault that’s 
second to none. Moves like the devastating three- 
hit Hunting Hawk (25% damage), deadly Hot Feet 
(20%), and the Rejected (31%) have different 
attacking heights but look very similar in the 
eyes of an opponent. This allows Hwoarang to 
catch them napping and drain their energy bar 
very quickly, particularly when juggle combos 

| are developed. Once the victim has been knocked 
into the air, you can use one of Hwoarang’s 

| deadly jugglers to drain energy—big time! 


@ Hwoarang’s other 
strength is 
primarily against 
the slower, bigger 
characters. Because 
he likes to have 
room to perform 
his kicking attacks, 
Hwoarang’s most 
effective range is about three steps away. From 
there, he can leap in and take advantage. This 


means he has the perfect fighting ability to combat 
the strong characters who rely on close combat and 
throwing attacks. When Hwoarang comes storming 
toward an opponent in a blaze of kicks, he or she 
doesn’t have chance to use his or her moves. 


€ Confusing an 

opponent is easy 

with Hwoarang, 

because he has a 

huge array o£ 

moves that look 

similar to each 

other. Check out 

the screenshots of 

Hwoarang's moves—don't they look similar? Well 

imagine trying to block or reverse these attacks as 
| they come at you in a fast stream—not an easy task! 

Opponents tend to have a big problem recognizing, 

then dealing with, Hwoarang’s attacks. If you use a 

mixture of them, you become a deadly £orce. 
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| opponent into the air is one of the weakest 
aspects of his generally strong game. 


@ Hwoarang suffers 
from a lack of juggle 

` starters—he has no 

easy way of knocking 

an opponent into the 

air. The Bird Hunter 

and Grand Theft can 

: be used £or this 

purpose but both have major flaws that make 

them easy to block, and subsequently leave 


| Hwoarang open to counterattack. The second hit 
| of the Bird Hunter can be ducked, even if the 


first one connects; and to use it as a juggle combo 
starter it must connect as a counter in order for 
both hits to connect. The Grand Theft is best 
performed in the Lefty position, which 
immediately limits its effectiveness. On the 
whole, Hwoarang’s inability to knock an 


€ Another real problem 
is Hwoarang's lack of a 
good attack reversal. 
The only move o£ this 
type that he has is the 
Low Parry, which can 
only reverse low 
Kicking attacks and 
therefore isn't much use. Hwoarang’s only general 
methods o£ avoiding attacks are to block or sidestep, 
both of which work well but aren't the same 


| deterrent as a proper attack reversal. You must 


learn to overcome this flaw in Hwoarang’s moves 
list i£ you want to be successful. 


Ф Hwoarang is weak 


mmm in close range combat. 


т Rom Most o£ his kicking 
g w= attacks can cover a 
large area of ground 
and still catch an 
opponent £or three or 
four hits. When he's 
close, his kicking attacks are too slow—his foe 
can counterattack before you can complete the 
move. This means the opponent’s attack will be a 
counter-hit and score more damage than it 
usually would, spelling big trouble. When 
fighting as Hwoarang, always try and keep a 
couple of steps between you and your 
opponents—it puts them at a disadvantage and 
makes the most of your fighting style. 
ee 


Disrespect 
Motion Switch 


Slice and Dice 
Home Surgery 


RLF [LFF] 
RLF ШЕРІ 


LK, LK, LK, RK, RK 
LK, LK, Û + LK 


13 
15, 12, 7, 13, 15 


wa 
oe Jam Righty | 


ВК, > + RK 
„Kitchen Sink € . ПК ИКСА — I 4, 10, 10 
"else HAN] — RK, RK, RK о _ À kh IS 
DAB to Right Flamingo RK, RK, RK 14, 10, 10 
Blizzard Kicks 8 ВК, ВК, RK, LK | o — 14, 10, 10, 10 
Busty Kaifa — Ae DENS Е _ 8 
Tetanous Э + Вр 15 
|. Left Flamingo Feint > + К, N -— 
с Ecoli Righty U 1 , l 8, SI + АК 
~ Doggie Lift Righty - | >+RK — ao 
Grand Theft Right => + RK, RK 
VV 5, 5 +L 
Torpedo Kick | | | 5,9 + RK 
Bird Hunter | 3, ВК, ВК _ 
Body Blow | x $ + LP + RP. 
Public Enemy 5 i + К, RK 
~ _ Reverse Shot <= + Вр 
 NoseBleederRighty — SL ene HE 
Crippler 2 + ВК 
Repeater Ф + RK-RK | 
W иШ TT 
Sky Rocket >, М, 3, ~ + RK 
Spin Kick _ 


Tsunami Kick 


- COMMAND 
LP + RP 
LK + RK 


Backlash Lefty 
Cheap Shot-R-Treat 


Screw Kick 


Nose Bleeder Lefty 
‚ Toe Cam Lefty 


DAMAGE _ 


Flamingo Back Dash 
Left Punch 


Rocket Launcher 22, 10, 25 
Cannon Kicks 22, 10, 20 RLF [LFF] 


Snap Spin Kick 
Left Cutter 


Power Blast 
>Blast Cancel 
Motion Switch 


"т 


MOVE NAME COMMENT 
Flamingo Sidestep A 

Flamingo Sidesti 

Flamingo Back Dash 

Left Punch 

tep 

Right Kick 

Right Snap Kick 

Snaj Ki 


Right Cutter 
Motion Switch 


THROW NAME COMMAND DAMAGE _ ESCAPE 
Pick Pocket 


Roll and Choke 


ILP + LK or RP + ВК 
Reverse Throw 


HC: Hits correctly. 

CD: Takes off correct amount of damage. 
LFF: Left Foot Forward (Basic Stance). 
RFF: Right Foot Forward. 

LFL: Left Flamingo (Left Foot In Air). 
RLF: Right Flamingo (Right Foot In Air). 


LK, RK I>] 


ік 


= 
2 
E 
5 
o 
= 
= 
5 
8 
= 
= 
a 
3 


14, 10, 25 


5, 8, 18 (6, 8, 10, 18). 
=== 


king even if the pre 


hich you can resume bloc! 


FROM LEFT FLAMINGO STANCE 
0M RIGHT FLAMINGO STANCE 

Guard point 

Guard Points are points 


Guard Point 
RK, RK, > + RK 


DAMAGE 
RK, RK, RK, RK 14, 10, 10, 20 15, 14, 25 


_ ‘MACHINE GUN KICKS HIGH 


rc 
چ‎ 
5 6 = 


DAMAGE : 
15, 12, 10, 25 5, 8 (6, 8) 


аве "eod 


e авн 


4 و‎ 
ن‎ EA 2 
DAMAGE 
18, 20 
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E VS LEI WULONG 
| You must constantly be on the look out for Lei's low 
attacks, as he only needs a couple of chances with them 


ў US EDDY GORDO 


Hwoarang's Bird Hunter is the best maneuver to use 
against the tricky Eddy Gordo. This move is most effective 
because it stops Eddy £rom using his annoying sweep to finish you. However, Hwoarang holds a small 
patterns that prove so difficult to stop once he gets going. If he goes Бране: that you should exploit: Lei likes to use his Play Dead 
into the Handstand, use Total Outrage for high damage and an easy beat. technique and Hwoarang has lots of kicking attacks that can nail 


P qu US YOSHIMITSU him in this situation. 


57 f ў This should be an easy match for the fast, powerful 
Hwoarang. While Yoshimitsu has some powerful attacks, 
his tactics are simply too predictable, so you should get hits, so getting too close isn’t a good idea. Use 

lots of counterattacking opportuniti se power combos to take 1 Hwoarang's speed to dodge your way around Gun Jack 
full advantage of this weakness in Yo itsu's style. Ñ then take your chances to drive home the advantage with powertul 
kicking combos. 


| US BRYAN FURY 


Bryan is a good opponent who is equal in strength to 
Hwoarang, but you have a speed advantage so this is 
here the tight is won or lost. Use the dodge technique 
nd the battle area and select your attacks carefully. I£ 
tack and Bryan counters, you'll be in trouble. 


KUMA 


r this match just use the tactics you applied when 
Gun Jack. Don't get too close or Kuma will 


S mier ae 


overwhelm you with = short, — үш 


Shortly thereafter, both sisters were captured by К. ° 
corps and were used as guinea pigs in  Boskonovitch's Cold 
42 experiment. They did not wake for 15 years. Heihachis _ 
private corps, the Tekken Forces, went to the burial site and 


Nina Williams 


Irish 


C excavated Ogre. This unearthing unleashed its spirit, which =» 
апа Aikido awakened Nina’s resting soul. Now controlled by Ogre, Nina acts 
robotically, with the command to assassinate Jin Kazama. 


Power Chiste Nina POERI — " 
Forest Law. This move is her most powerful, and is extremely useful for quickly finishing — 


To assassinate Jin 
Retracing memories 
Can’t remember 


Can’t remember 


The Geyser Cannon Combo is one of Nina’s most potent combo attacks—both hits are 
xtremely difficult to block effectively, making it perfect jor a surp attack. 


— Sho Shut Up works well against 
attacks that cannot be reversed _ . 
effectively—low attacks or sweeps, for 
example. It strikes at mid-height, making 
it most effective against ап opponent _ 
who has just performed a high attack— 
you won't hit every time if your foe is 
crouched low after a sweeping attack! 
Generally this tactic can be used 
effectively against any attack style. 

As a direct result of her fighting style, 
Nina players tend to rely heavily on 
throwing attacks and multi-part combo 
attacks. This is because she lacks power, 
so you must compensate with fast, multi- 
hit attacks. It causes problems while 
you’re learning to play her. Getting 
yourself into a position where you can use 


one of her throwing attacks : 
and chain combos is a га 
difficult task, even with Э 
© Nina completes the combo and knocks her opponent into the air. Now you can Nina's excellent speed. | Ts => 
pull out а juggle combo on your helpless opponent jor big time damage. 


However, once you master 
1. Geyser Cannon Combo, Left Punch, these skills, Nina is one o£ the best : 

Geyser Cannon Combo characters in the game! 
2. Geyser Cannon Combo, Jump Kick, 
Geyser Cannon Combo 

It's also a good idea to know Nina's 10-hit combos, 
to confuse your opponent further. However, you 
should avoid attacking too much, especially if your 
opponent is constantly backing away, because your 
attacks generally cause only low damage. If you press 
your opponent too much and he or she is backing 
away, there will occasionally be a gap in your short 
punches/kicks, which gives your opponent a chance 


Here Nina demonstrates her 
high then low kicking attack. 


to attack you with huge y hs This is the Left Backhand Body Blow. It 
x damaging moves. — : | stuns when a clean hit is made. 
` Chain moves that Nina's has two punch 
begin with a sweeping attacks that are so powerful, 
attack prove to be very they stun a foe when hit 
useful in Tekken 3, cleanly. These moves—the 
because nine times out of Left Backhand Body Blow 
ten opponents won't be and Right Backhand 
able to react quickly Body Blow—have the 
enough to block low added advantage of 

being very easy to ` 

perform. Use them as 

_ counterstrikes then 
Follow up with - 
particular has the speed to really drive this another move on 

This style of fighting is what makes your downed 


— it and уен н Бе sed а SBponent 


Nina Willianms 


@ Without a doubt, 
Nina's biggest strength 
is her excellent speed. 
She can string combo 
attacks and special 
moves together very 
quickly, causing real 
problems £or her 

opponents. When playing as Nina, concentrate on 

delivering a constant and varying stream of attacks 
so that your £oe never has the chance to think or 
launch counterattacks. Try using a string o£ attacks 
that strike high then low, as this type of tactic 
utilizes Nina's speed and confuses your enemy at 
the same time. It also means that your opponent 
must be an expert blocker to stop both attacks. 


€ Nina has a number of 

great combo attacks 

that make full use of 

her excellent speed. 

Two favorites are the 

Geyser Cannon Combo 

and the Double 

Explosion 2. The Geyser 

Cannon combo hits low then 

medium, making it very 

difficult to block effectively, 

and scores 35% damage when 

both hits connect. The Double Explosion 2 is 
even better, as it hits a staggering five times— 
H, H, H, H, then M—inflicting between 4% and 
20% damage. If you can understand and 
perfect Nina's combo attacks, you'll have a 
great base from which to turn her into а 
master character. 


Ф Because o£ her agility, Nina has a 
number of moves that vary depending 
on the way they connect. For 

example, if a running jump kick 
connects on a counter-hit, it 
automatically becomes the Leaping 

Heel Hold. When this happens you 

can continue the move with a 

follow-up attack, known as a 
multi-part. As soon as the first hold 
connects, immediately start to input 
the button combination £or the next 
move in the chain. This skill gives Nina 
a major advantage over her opponents— 
she can turn a simple move into a £our-hit 
chain attack that causes major damage. 
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WEAKNESSES 


- 1 € One of the biggest 
e problems when playing 
xe « as Nina Williams is the 


* — difficulty of her 
z attacks. While this may 

not be a problem once 

г you have spent some 

— time getting to know 
the character, it makes her difficult to control 
instinctively. Obviously she has a small base o£ simple 
moves, but these are almost useless on their own— 
you need to use her entire arsenal o£ attacks in order 
to make her a real threat. For example, Nina's multi- 
part attacks are among some of the most difficult 
moves to perform in the entire game. But on the 
other hand, they’re also some of the most effective 
moves and the single factor that gives Nina the edge 
in a close match. The only thing you can do is to keep 

practicing and don’t let the difficulty of her 
maneuvers discourage you. Nina is an excellent 
character—just expect to spend a lot 
of time on the ground until you get 
things right! 


Ф As a result of 
her Aikido 
і N background, 
* 2 фе. s Nina tends to 
3 ' геіу оп 
= throwing 
attacks, and this 
| can cause 
š T problems. 

: Getting yoursel£ 
into a position where you can use one o£ her 
throws is difficult and takes experience. 
Once again, practice is the only answer. 


@ The final problem is Nina's lack of power. 
She can land every strike of a difficult five-hit 
combo and only inflict a paltry 20% damage, 
which can be frustrating. (To put this in 
perspective, Jin Kazama can inflict 35% damage 
with a single hit.) You find yourself having to 
perform almost twice as many moves as an 
opponent to inflict the same amount of 
damage. While her speed compensates for 
this to a degree, this shortcoming can 
leave you at a distinct disadvantage, 
particularly when fighting Tekken 3’s 
stronger characters. For this reason, a 
speedy, well balanced, and varied attack 
is essential. 
= E саа 


left Right Combo 
Uppercut-Jab _ 

Jail Crusher 
Jail Crusher-Üppercut 

Biting Snake 

Double Explosion 1 
Double Explosion 2 
Double Smash 
Jab-Sweep 

PDK Combo to Uppercut 
PDK Combo to High Kick 
Jab-Roundhouse 

Spike Combo-Uppercut 
Spike Combo-Right HK 
Spike Comho-Right LK 
Left to Right High Kick 
Blonde to Uppercut 
Blonde to High Kick 
Blonde to Low Kick 
Low to Mid Kick 

Toe Kick 

Sit Spin to High Kick 
L&R Low Kick 

Low Kick-Back Spin Chop 
Spin Low Kick-Uppercut 
Blonde Bomb 

Power Blonde Bomb 
Bad Habit 

Forward Flip Kick 
Assassin Dagger 

Quick Panther Claw 
Panther Claw 

Shut Up 

Creeping Snake 
Creeping Snake-L HK 
Creeping Snake-L LK 
Creeping Snake-R HK 
Leg Slicer (Combo) 
Assault Bomb 

Flash Kick to Low Kick 
Flash Kicks 

Flash Kick-Blonde Bomb 
Left Middle-High Kick 
Left Backhand Body Blow 
Slap 

Double Slap 

Helping Hand 

Right Backhand Body Blow 
Slicer 

Geyser Cannon Combo 
Geyser Cannon 
Modified Geyser Cannon 
Nicolella 

Can Opener 

Hopping LK-Uppercut 
Hopping LK-Mid Kick 
‘Hopping LK-High Kick 
Wipe the flour 
_ Bunning Jump Kick 
“Heel Stomp - 

Snakeshot 

Heel Slicer 

Spiral Explosion 


>Cancel 


LP, RP 
S + LP, RP 
LP, RP, RK 
LP, RP, 5 + LK, RK 


LP, RP, 2 + LK, RP 


LP, RP, LP, RK 

LP, RP, > + LP + RP 
LP, RP, LP, RP, > + LP + Вр 
RP, LK 

RP, 2 + Ж 
RP, 2 + LK, RP 

RP, З + LK, ВК 

RP, RK 

LK, LK, RP 

LK, LK, RK 

LK, LK, 2 + ВК 

LK, RK 

RK, LK, RP 

RK, LK, RK 

RK, LK, З + ВК 

3 + М + RK 

I2. FECI, RP, RK 

LO Fl, LK, N + RK 
EO Fl, IK, S + RK 
Го Fl, RK, LP 

[3 FCI, LK, RP 

I WS] + LP + RP. 

>, > + LP + RP 

I>, . , <, >] + LK 
I>, . , ~, DI + RK 
>, > + LP 
>, > + ВР 

>, Э + Вр 

S, 2, У, № + RP 

< + LK, RP, LP, RK 

< + LK, RP, LK 

© + LK, RP, 5 + LK 

< + LK, RP RK 

© + LK, LP, RP 

© + LK, LP, RP, > + LP Rp 
з + LK, LK, LK, LK 

© + LK, LK, LK, ВК 

з + LK, LK, LK, LP, RP, > + LP + RP 
© + LK, RK 

= +1р 

<= + RP 

< + RP, RP 

2 + 

2 + ВР 

2 + RK 

2 + ВК, LK 

J, £ ІК 

2 + LK + RK 

I2 -1K 9? + IK 5 + LK 
2 + RK, LK, RK 

2, N, 3 + LK, RP 

а, N, Š + LK, LK 

9, М, 3 + LK, ВК 
FC, S + ВК 

=>, =>, => + LK 

I2. І LK + ВК 

SS + LP. 

SS + ВР 

55 + RK 

55 +1р + RP _ 
= + ILP + LK RP + RKI 
I3 21 [LP + LK RP + RK] 
3, 9, >, € + RP +LK 


2 +IP + ВР 


hh 
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hhLm 
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hhhhm 
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hlm 
hth 
hh 
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hh 
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Smm 
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Lh 
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Ih 
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mhhh 
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mh 
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Ензз F 3 3 K 


S 5 


4, 10 (5, 10) 
10, 15 
4, 10, 15 
4, 10, 10, 15 
_ 4, 10, 10, 10 
4, 10, 6, 8 
4, 10, 20 
4, 10, Б, 6, 20 
10, 20 
10, 10 
10, 10, 10 
10, 10, 15 
10,15 
25, 10, 10 
25, 10, 15 
25, 10, 7 
25, 15 
15, 15, 10 (18, 15, 10) 
15, 15, 15 (18, 15, 15) 
15, 15, 7 (16, 15, 7) 
5, 10 
10 (8), 15 
12, 15 
12,7 
7 (10), 10 


10, 12, 6, 8 
10, 12, 20 
10, 12, 10 
10, 12, 15 
10, 10, 6 

10, 10, 6, 20 

10, Б, 8, 10 

10, Б, 8, 15 

10, 6, 8, 10, Б, 20 


Arm бгаб Flip 
Over the Back Toss 
Shoulder 


_ Triangle Hold 
Hammer Throw 
~ Reverse Throw 


Lower Dodge - 
Elbow Smash 
Back Hand Slap 
>Arm Snap 
>Агт Break 
~>Double Arm Break 
>Falling Arm Break 
>Triple Slaps 
>Neck Crusher 
leg Stretch Arm Lock 
Crab Hold 
>Commando Arm Lock 
>Heel Hold 
>Leg Cross Hold 
>Double Heel Hold 
Leaping Heel Hold 
>1ед Cross Hold 
>Double Heel Hold 
Betrayer 
>Агт Breaker 
>Double Arm Break 
>Falling Arm Break 
>Twisted Nightmare 
>Leg Stretch Arm Lock 
>Neck Crusher 
Reverse Throw 
Counter Attack 


#1: < + LP сап һе substituted as the first move of string, and when used, the second hit (RP) 
will take 15 damage. 
#2: If Assassin Dagger connects, opponent is turned sideways. 

#3: Holding N or & immediately after second move will result in a sidestep. 


Command 
Guard Point 
Level 

Damage 
Command 
Guard Point 
Level 

Damage 
Command 
Guard Point 
Level 

Damage 
Command 
Buard Point 
Level 

Damage 
Command 
Guard point 
Level 

Damage 
Command : 
Guard point 
Level 

Damage 


10 


LP + LK 30 LP 
RP + RK m 0 ü M d 
RP + RK, LP, RP, LP _ 35 cm _ 
RP, LP, LK — . f 


Пр +1К RP-RKI 5 „ — —————— À € — _ № 


ILP + 1К RP + RK] - 38 RP 
ILP + LK_RP + RKI : | | ү ET Depends on throw ог Вр 
ILP + ІК RP + RKI — = _ г s Ë uc ҖЕ Inescapable 
Ico, LP + 1К <, RP + ВЮ — 
It? 2), LP + LK ВР + RKI г | = — 
<, <, LP ч = t 50 
4, LP + RP 40 
D, <, > + LP + RP е 15 
ІК, ВК, LK, LP + Rp ir 30 
LP, LK, RP, LP i 20 
LK, LP, RK, LP + RP, LP + RP = ink à |. 85 
RP, LP, LK, RK, LP + RP i 25 
RP, LK, ВК, RP, ВР 15, 15 
LP, LK + ВК, LP, RP, IP + RP | м | 35 
LP, RP, ВК, LK, LK, LP + RP + LK ї 45 
$,<,=+1К+ВК 

LK + RK, LK, RK, LP + RP 

LK + RK, RK, RP, LP + RP 

LK, LP, RK, RP + RK 

LP, LK, RP + RK, LK + RK, LP + RP 

>, c, 2, + LK 

LK, LP, RK, RP + RK 

LP, LK, RP + RK, LK + RK, LP + RP 

3, 2, е + LP + RK 

LP, LK, RP, LP 

LK, LP, ВК, LP + RP, LP + RP 

RP, LP, LK, ВК, LP + RP 

RP, LP, LP + RP, LP + RP + LK 

LP, RP, RK, LK, LP + RP + LK 

LP, LK + ВК, LP, RP, LP + RP 

ILP + LK RP + RKI 

[= + LP + Щ_ + RP + ВК 


#4: If only the second hit connects, opponent is turned sideways. 

#5: If Running Jump Kick connects on counter-hit (CH), it becomes the Leaping Heel Hold. 
#6: Cannot Бе performed after #3. 

CS: Cancels unblockable attack 
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Guard Points аге points in which you can resume blocking even if the previous hit connected. 


Nina Williams 
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ке Бе оп the look out for Yoshimitsu's deadly 
Kicking combination attacks. He loves to start the 
attack from just outside sweep distance and move in as 
ne he ck but Nina's reversal attack is perfect for stopping this 

“і e. Beware, as you must have good timing to make it pay! 


| VS HWOARANG 


Hwoarang usually attacks with a stream of high kicks. If 

^ this happens, you can use one of two tactics: First, you can 
try Nina's reversal attack, which works well but not on all 
of Hwoarang's kicking attacks. Alternatively, use a basic uppercut to 
start a juggle combo. Timing is essential, so watch yourself! 


ў VS NINA WILLIAMS 


h The most important moves in this, your mirror match, are 
the Can Opener and Bad Habit. Wait for your opponent to 
attack—usually with the Geyser Cannon Combo—then 
counterstrike with either move. Your enemy may try to use chain 
combos, but Nina's reversal can counter these with relative ease. 


| US FOREST LAW 


The most potent attacking form Law can use are his low 
kicks—he uses this basic move to lead into a Flash Kick, 
which inflicts mega damage. Remember, you can reverse а 
Flash Kick—it just takes near-perfect timing! Use a good variation оё 
attacks and you'll be able to overwhelm Law with Nina's speed. 


VS JIN KAZAMA 


Jin is a tough opponent, so watch yourself in this 
match. He often uses his unblockable move, so avoiding 
it is essential—try a simple sidestep followed bya 
favorite combo. Kazama’s most potent and ‘widely used attack is the 
Ç Roundhouse to Triple Spin Kick. It's very difficult to avoid and 
_ can't be reversed, so just block, then counter strike. 


4 VS LING XIAOYU 
E Ling goes into her crouching stance, quickly use the Geyser 
Cannon Combo to knock her to the floor, before she has a 
і chance to launch an attack (usually a rolling throw combo 
attack). А high number o£ Ling’s attacks, including the very powerful 
‘Fireflower, can be reversed, so be ready with this move at all times. 


VS KING 


In addition to grappling techniques, King has a huge 
array o£ multi-part throws which can drain up to 9076 o£ 
your energy! You must stop these at all costs. Ideally, 

the initial grab then counter with an attack of your own. 


your feet. Wait until he closes in then use а rising attack. Probably 


VS GUN JACK 


Gun Jack has huge. amounts of power and surprising 

speed for a big guy. Against a fighter with the speed an 
Е agility of Nina, however, he has по real chance. Ninas 
ability to mix the height of her attacks becomes very useful in this ! 
ne Опо ласк сзи е5 = — 
blocking stance in time. 


| US BRYAN FURY 


Bryan is a tough fighter whose blend оё speed, strength, 
and deadly moves make him difficult to beat. Wait for 
Bryan to attack, then use either a reversal move, or 
better still; a throw followed by а multi-part throw. The best thing 
about Nina's multi-parts is that once you have made the initial 
throw, the £ollowing attacks cannot be blocked. 


VS KUMA 


| For this match, use similar tactics to those used against 
Gun Jack—put simply, stay out of Kuma's throwing 
range! In addition, use power or even stun moves like 


Nina's Bad Habit move to knock him to the floor. Get too close and 
Kuma is likely to grab you, and his throws inflict lots of damage, so 
watch out. 


VS HEIHACHI MISHIMA 


E] Heihachi likes to attack with power moves like the 
Twin Pistons and Demon Uppercut. This can lead to his 
downfall and give you an advantage. Because of Nina’s 
speed, you can counterattack his power moves with strong moves 
of your own. Use a move like the Bad Habit, which stuns your foe, 
then go into a combo attack, such as the Flash Kick to Blonde 
Bomb. These attacks cause high damage and punish Heihachi for 
his mistakes. 


Б VS JULIA CHANG 


Julia Chang has comparable speed and strength to 
Nina's, so you must have a sound battle plan. Use a 
mixture of high and low attacks to confuse Julia and 
break her guard. The computer will try and counterstrike with 
multi-level attacks, so you must anticipate her chain attacks and 
block accordingly. If you can do this, you'll have plenty of chances 
to counterattack. 


VS MOKUJIN 


Mokujin can use the moves of every character, so there 
are no specific tips. However, if you watch how he acts 

= at the start of the round, you'll know which moves he'll 
have. If he runs his fingers through his “hair” then shakes his head, 
for example, he’s imitating Paul Phoenix. 


VS PAUL PHOENIX 


Generally, if Paul's backing off, he's preparing to execute 
one of his power attacks; if he moves toward you, he'll 
probably try a sweeping attack. Paul always tries to 
follow up with a charging attack intended to hit you as you get to 


U 


the only way to win is to use Nina's speed. Wait for him come 
Ma. отот This 


Paul Phoenix 


None, still trains with 
intention of being #1 


Motorcycles 


Pizza, smell of gasoline 


Japanese freeways 


Paul Phoenix demonstrates 


aul Phoenix is a man possessed. Forced to forfeit the second 
Pp King o£ Iron Fist Tournament by a traffic jam, he has spent 
many years continuing his training to be the best o£ the 
best—and waiting £or a chance to prove it. That chance has come 
in the form of an invitation to the third King of Iron Fist 
Tournament, and Paul is determined not to waste another 


opportunity for glory. 


The Phoenix Smasher is the one to beat your opponents with. 
Tap Û, , >, RP for 49 damage points! — 


The Thruster is the perfect move to use 
when your opponent is trying to attack 
with а high-hitting attack such asa 
roundhouse kick. Because Paul crouches 
low as he performs the move, he avoids — 
nis opponent's attack altogether. Use the 
move from about two steps away and the 
chances are that the Thruster will knock ` 
your opponent into the air, giving you the 
opportunity to use a juggle combo. 
However, if your opponent is still _ 
attacking when the blow connects, the 
move counts as a counterstrike, stunning 
your £oe. — 


Art. This jast and deadly attack is 
very powerjul and, better still, it can be used to start a juggle combo. 


Thruster Sp 


The Shoulder Tackle works well against attacks that Paul's unblockable 


cannot be reversed effectively, such as slow attacks move is the Burning 

or sweeps. Shoulder Tackles strike at mid-height, Fist. It takes Paul about 

making it most effective against an opponent who three seconds to charge 
nas just performed а high attack on you; you may this move, but the pay- 

not hit every time if your foe is crouched low after a off is well worth it: The 
_ Sweeping attack! Usually this tactic can be used Burning Fist can drain 


effectively against any attack style. 70% of an opponent’s 


energy in a single hit, š аа 
and sometimes more i£ it This is the Burning Fist, Paul 
hits as a counterstrike! fearsome unblockable attack. 
The best time to use it is after an opponent has been 
knocked to the ground. Take about three steps 
backward £rom your downed foe, then begin to 
charge the Burning Fist. Now i£ your timing is right, 
your opponent gets back on his or her feet at about 
the same time Paul per£orms the 
move! This doesn't work every 
time, but if you connect the attacks, 
you should almost certainly kill your 
opponent. It's also worth noting that 
you can't be counterattacked if you 
use the Burning Fist in this situation. I£ 
your foe is smart enough to 
avoid the punch as he or she 
gets to their £eet, he or 
she simply won't have 
time to launch a 
counterattack and 
take advantage of the 
few seconds that Paul remains 
stunned after using the 
Burning Fist. 


e 
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Paul Phoenix attachs Lei — with a voeli-timed Shoulder 
Tackle. This maneuver has the advantage oj speed and power. 


of his hard-hitting combo 
attacks. For example, you 
сап follow with the 
Hammer to Power Punch, _ — = 
Neutron Bomb, or even a The Hammer Punch can be 

: iow sweep attack. In jollowed up jor mega damage. 
addition to its combo potential, the Hammer Punch can 
strike a crouching opponent. This is common when 
fighting an opponent who likes to use counterattacks: 

rhen he or she crouches and waits for you to make the 
first move, use the Hammer Punch to knock him or her 
the floor. Another way you can use this move is to 

к an opponent who has fallen to the ground, as it 
drains more energy than the punch and is easier. 

| The Ultimate Tackle is simple to do and knocks an 

i to the ground instantly. From here you can 
deliver a barrage of punches to your opponent's face for 
* 5 mr Fer greater damage, use the Arm 


When Paul connects with his Phoenix Smasher, a huge jlash oj light 
accompanies the point oj impact 


Paul Phoenix 


[7 


Paul is pretty quick 
on his feet. He may not 
be quite as fast as 
characters like Forest 
Law and Ling Xiaoyu, 
but he has sufficient 


speed to mix it with 
them without being 
given the runaround. This factor has a number of 
advantages, but most importantly it gives him the 
maneuverability to use his powerful special arts 
and throwing techniques to maximum effect. 


Ф Perfecting 

counterattacks and 

reversal moves is 

important in Tekken 3 

and Paul Phoenix is a 

good character to use 

them. Paul’s speed 

means that he can pull 

off counterattacks with ease, plus he has a reversal 
attack. This move can be used to reverse an 
opponent’s attack that lands at high or medium 
height. Using this move effectively can really 
unnerve your opponents—they won’t be quite so 
eager to attack if they think it’s going to be reversed 
right back at ’em! 


€ Another factor that makes Paul a great character 
is his ability to fight in two totally different ways! 
You can fight with honor and skill, or you can kick 
your opponent when he’s down. Both methods 
work well on their own, but a Paul Phoenix expert 
will mix up the two methods and create a fighting 
style that amazes and infuriates opponents. It takes 
time and practice but it’s well worth the effort. 


Ф Despite his strength, 
Paul is not a hard 
character to learn. Start 
by learning his power 
attacks—Hammer 
Punch, Hammer to 
Power Punch, and 
Phoenix Smasher—then 
perfect your reversal technique. Those honorable 
moves will have your opponent on his or her back in 
five seconds, but at the same time he or she will be 
saying, "Wow, you're good!" Now learn a few dirty 
tricks, like repeatedly attacking with the Neutron 
Bomb kick as he or she gets up, or using the Hammer 
Punch to attack an already downed foe. 
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Ф Paul suffers from а 
lack of low attacks. 
This means that an 
opponent can 
concentrate on 
blocking high and 
neutral for most of the 
match. The occasional 
move that starts low—the Rapid Fire, for 
example—is easily avoided and counterattacked. As 
the Paul player, you must understand this 
weakness and do all you can to minimize its effect 
by using varied attacks. 


€ Paul has a relatively poor close combo ability, and 
most of these are only two-hitters. The combo usually 
starts with a close-range attack, like the Hammer 
Punch, to set-up Paul’s opponent for the second hit, 
which is a power move, i.e., a Hammer to Power 
Punch, Flash Elbow or Phoenix Smasher. The problem 
is that the first attack has a huge set-up time, making it 
easy for even an average player to reverse the attack. 
For this reason, using the same two-in-one over and 
over again is not recommended. You should also bear in 
mind the character you're fighting—some are better at 
reversal attacks than others. 


Ф Paul's third problem 
is also due to the fact 
that around 75% of his 85 
attacks strike at a high г 
or medium level. 
Almost all of these 
attacks can be "impe 
reversed—his 10-hit E 
string, Hammer to Power Punch, 
jumping kicks, and Hammer Punches, 
for example. Again, you must use a 
variety of different attacks to 
prevent this from happening. I 


MOUE МАМЕ 


Reverse РОК Combo 
_ dab Roundhouse Combo 
Jab Sweep Combo 
Shoulder Tackle 
. Quick РК Combo 
Hammer of the Gods 
Flash Elbow 
Double Hop Kick to High — 
Triple Kick Combo 
Double Hop Kick to Low 
_ Neutron Bomb : 
Hammer Punch 
Hammer to Power Punch 
Hang Over : 
Down Strike 
Bone Breaker 
Shredder 
Thruster 
Phoenix Smasher 
Sway — de 
Bod Hammer Punch 
Rubberband Attack 
Sway & Low Kick 
Rapid Fire 
Rapid Fire to Phoenix Smasher 
Rapid Fire to Stone Breaker 
Jaw Breaker 
But Buster 
Stone Breaker 
Incomplete Somersault 
Burning Fist 


THROW NAME 

Over the Shoulder 

Shoulder Pop 

Foot Launch 

Push Away 

Twist & Shout 

Dragon Screw 

Fall Away 

Reverse Neck Throw 

Ultimate Tackle 
>Arm Breaker 
>Ultimate Punches 
>Ultimate Choke 

Reversal - 

Counter Throw 


COMMAND 
LP, RP 
LP, RK 
RP, LK 
RP, 2 + LK 
— + LP + RK 
> + RP, LK 
— + LP + RP 
>, > + RP 
>, > + LK, ВК, RK 
>, > + LK, ВК, [>_<] + ВК 
>, > + LK, ВК, [2 21 + ВК 
>, > + ВК 
3+ 
3 + LP, RP 
3 + LP, RK, RP 
3 + RP 
3 + RK, RP 


3, 2, 
5,2, 
$, 2, S, N + LK, RP 

5, 2, ©, N + LK, RP<LP 

3, 2, ©, N + LK, RP<RP 

FC, «: + RP 

FC, < + RP<LP 

FC, < + RP<RP 

FC (1 sec), © + RP + LK + ВК 
€ + LP + Вр 


COMMAND 

LP + LK 

RP + RK 

= + RP + LK 

>, + LP + RP 

& + LP + RP 

[LP + LK or RP + ВК 
[LP + LK or RP + ВК 
ILP + LK or RP + RKI 

2 + LP + RP 

LP + RP 

RP, LP, RP, LP, RP 

ВР, 2 + LP, LP, N, RK, LP, LP + RP 
UP + LK RP + RKI 

© + [LP + LK RP + RK] 


#1: Can only be performed when opponent is downed. 


31h: Follow up from third hit of Ultimate Punches. Paul, Nina, King, 


#2: Final hit does 19 damage if delayed. 
НС: Hits correctly. 


LEVEL 
f-throw 
f-throw 
f-throw 
f-throw 
f-throw 
Is-throw 
rs-throw 
b-throw 
f-throw 
link 
link 
link 
ob-throw 


DAMAGE 


15, 25 
‚ 15 
20, 15, 15 
20 
15 
15, 26 


15, 15, 21 


33 (49°) 
15 
18 
12 
12, 21, 25 
12, 21, 21 
21 
21, 25 
21, 21 
25 (-15 to you) 
100 


DAMAGE 
30 
30 
35 
35 


LP + RP, RP, RP, RP, RP 


and Jin can reverse with LP + RP, RP, RP, RP, RP and deal 10 damage to Paul. 


Paul Phoenix 


ESCAPE 
LP 


<= + LP + RP 


ПР ВРІ 


COMMENT 


CD: Takes off correct amount of damage. 
*: This happens when your opponent tries to hit you, and you grab them before they hit you. 


Paul Phoenix — 


COMBBS 


BURNING FIST — 


—— w PAUL 


| 


Û + ВК, RP Im 15, 20 < + 1р + ВР l 100 


__ DOUBLE HOP KICK TO HIGH DOUBLE HOP KICK TO LOW 
гато рна ў — = 


- "ИГ - : 
[© [© 2 


c», => + LK, ВК, ВК mmh 20, 15, 25 =>, г? + LK, ВК, Eo. 21 ВК mink 20, 15, 15 


FLESH ELBOW 600 HAMMER PUNCH 
LE — p" г 4 = U : j [ 1 و‎ E. A 1 +. = 3 сай у. & = ый: а сч aem | ак ў ы Р | 
“й E Loon ‚= cu 


co, > + RP m 15 т 
_ BUT BUSTER HAMMER OF THE GODS _ 


FC, з + RP<LP тт 21, 25 с + LP + ВР 


52 


E AMMER P PUNCH — THERE D E _НАММЕВ TO POWER PUNCH m 


-Bua 


EL H AWAY 


£O 24 


© +1р + RP f- throw 
. 


"RAPID FRE ; 
CIR ИЕ HEN 


Paul Phoenix 


_ RUBBERBAND [urs __ e _ SHOULDER TACKI E 


дам, 


=» ⁄ T : >. O o 
А ОН ж 


SWAY 8| шн T um 


E 
— E 
‚ДЕ ú - 


FC, S +RP<RP _ : ЕЛ ся tos ‚м + [3 : | UC 


THRUSTER = — TRIPLE KICK COMBO - 


+. 


0, S. > + IB h £ — c, c + UK, RK, [> GI + RK agi 20,15,15 


. 


ee LAUNCH 


WIN. PN | EWIN-1 


ILP + LK or RP + RKI rs-throw 40 RP 


OVER THE SHOULDER 


wee 


ERK f-throw mo — . 


TWISTS SHOUT — — — 


— WIN- i 


онр + RP ETE RP — гом 5 2+ | 
НЕ 


ENTE TET OTT 


54 


— and wait for Eddy to attack, then use a Hammer to Power 
Punch to retaliate. If timed correctly, it connects as a counterstrike, 
which inflicts greater damage! 


ү The most important thing to watch for when fighting 

1 AY Yoshimitsu i is his deadly kicking combination attacks, the 
a most common of which is a left kick, left kick, left kick 

combo. If you can work out the timing of these kicks, you can use 


VS HWOARANG 


For this bout, blocking is very important—if you fail to 
block his first kick, he will probably £ollow up with more. 
Don't try and use Paul's reversal technique, either, as it 
doesn't work on many of Hwoarang's kicks. Solid blocking followed by 
powerful counterattacks is the only way to win. 


VS NINA WILLIAMS 


Nina relies on kicking attacks a little too heavily, but 

= mixes the attack height of her kicks so well, blocking them 
1 can be a problem. You must learn to read her attacks 

_ quickly, then act accordingly. 


| US FOREST LAW 


Use Paul's reversal technique to counter Forest's kicking 
attacks. Even the Flip Kick, which Law tends to use at the 
end of a combo, can be reversed! If Law attacks with а 
string of punches, always block high, as this is where these moves do the 


VS JIN KAZAMA 


j Jin Kazama attempts to squash his opponent at every 

opportunity. To combat this aspect o£ Jin's technique, use 
— defensive moves like the sidestep and reversal attack. 
Beware of his toue-hit Hoaudious , REN ОО о 

_ he likes to use from outside sweep range. You must block the first three 


VS LING XIAQYU 


A Look out for her Triple Slap to Palm combo, which you can 
E» easily reverse. Approximately 80% of her moves hit high, so 


For this match, keep one thought in mind: stay out of 
King's throwing range! Use lots of mid-range attacks 
to соно; his throwing techniques—this works well 


"Mages uie е tpe ч u 


well-timed reversals take her out with ease. When she uses = 


г large Si As knocked to бел, don't get 
close, as he'll probably use kicking attacks to surprise you. 


VS GUN JACK 


= Power Punch, Rubberband Attack, or Neutron Bomb from 
LESS 2 a sate distance. Attacks that strike at two levels are : 
particularly useful against Gun Jack, as he rarely has the speed to 
change his blocking stance in time. CCC 
use the Rapid Fire to Stone Breaker. 


VS BRYAN FURY 


Use Paul's powerful two-hit attacks, like the Hammer to 
Power Punch. The trick is to mix the level at which you 
га attack. Bryan tends to have problems blocking low, so use 
e Hike the Rapid Fire to Poulenc en 
Breaker. Both strike low then high, causing big problems for Bryan! 


VS KUMA 


This match should be approached in the same way as the 
bout against Gun Jack: stay out of Kuma’s throwing range 
and use power moves to knock him to the ground. Get too 
close and Kuma will probably grab you, and his throws inflict lots of 
damage, so watch out! 


VS HEIHACHI MISHIMA 


=| Because a high proportion of Heihachi's attacks land at 
either a high or mid level, a player who has perfected _ 
Paul's reversals should have no problems stopping him. His 
lack of speed means that moves like the Twin Pistons and Demon ` 
Slayer have huge set-up times, and once again this gives you the 
opportunity to reverse Heihachi's attack. 


VS JULIA CHANG 


| Successfully and consistently blocking Julia's kicks takes 
А | time and practice, but afterward you have lots of 
ШЭ] counterattacking opportunities. Wait for Julia to make hi 
move, then block it and quickly launch a counter of your own. The 
лл NOTE Р are poti ¿uama ue d 1 


VS MOKUJIN 


Mokujin can mimic the moves of every character, so no 
| tactics can be given. One tip helps: as the bout starts, 

| Mokujin performs the taunt of the character he's going to 
imitate, so if he runs his fingers through his hair and shakes his head, 
for example, you know he's going to use Paul Phoenix's moves. 


VS PAUL PHOENIX 


4 | It's easy to block Paul's attacks once you learn their 
| timing. His favorite moves are the Hammer Pune 
Hammer to Power Punch, and Shredder, all of whic 
be reversed. The CPU Paul Phoenix hardly ever uses reversals, 
leaving you free to use Paul’s power moves wien you want c 
without the threat of being countered. 


iving in his father's shadow.... The proud son o£ 
E Marshall Law, Forest trains at his father’s dojo to 

achieve Law's success and greatness. As a protective 
father, Marshall has forbidden his son from entering any 
contests outside the dojo. Marshall’s long-time friend and 
competitor, Paul Phoenix, visits once every few months to 
spar with Marshall. One day when Paul arrived, Marshall was 
away supervising the building of a new dojo. Paul insisted 
that Forest join him in some training exercises. Forest 


declined, knowing that his father would disapprove. But Paul — 


wouldn't take no for an answer. Unaware of Marshall’s е 
restrictions on fighting, Paul suggested to Forest that he join 
“The King of Iron Fist Tournament 3." Paul sold Forest on 
the idea by telling him he's a better fighter than his father. 
Forest knew his father would be angry, but he had to prove 
that he was worthy o£ one day inheriting the dojo. Marshall 
was enraged when he £ound out what happened. To him, it 
was as i£ his son had been kidnapped. 


Forest's strongest move is probably his Unblockable Counter Attack, most particularly 
when an opponent moves in close for a punch. The relatively short sequence lets Forest 


pull his foe off-balance, and then counter with a nasty punch or a more stylish spin 
and punch. 


The Junkyard Kick is a powerjul three-hitter that combines Law's « 


aggressive power. Use it as a counterattack jor big damage. 


The Junkyard Kick combo is easily one of Law's best 
moves—it’s simply excellent! It’s mid/low attack levels 
force your opponent to block high/low/high, which is 
extremely difficult when the moves are coming as fast 
as in this combo. The last kick can’t be ducked, but it 
can be blocked. There’s no easy chance of retaliation, 
which makes the move almost a free attack! Against 
average players, the initial punch and low kick prove to 
be a complete nightmare. They just can’t seem to block 
them, even if you use the move over and over again. The 
|, punch is extremely fast, so blocking it is almost 
impossible unless it’s accurately anticipated. Unless 
. your playing against a complete novice, the final kick 
Will probably be blocked, but this doesn’t matter—the 
recovery time is so fast, you can’t be caught on the 


The Fake Step is another awesome move. It can be 
er successful or unsuccessful, and this will 

termine what can follow it. You have the option of 
g one of five moves onto the end of it. The 

v up kick can inflict 22% damage, even more on a 
bunter-hit. This move is particularly useful for quick 
finishes against early level CPU enemies or just average 
players. its almost impossible to see the punch coming 
are often confused by the way Law hops 
= punch that you can chain to the 


better timing. 


When used sparingly, the Dragon 
Storm combo can really make the 
difference in a close match, for two 
good reasons: I£ the first part of the 
attack connects as a counter-hit, the 
second hit is guaranteed, giving you a 
free juggling opportunity. Secondly, 
| the Dragon Storm’s three hits can each 
be delayed slightly, and this makes it 
difficult to anticipate. If you use a slightly different 
delay on each punch every time you use the combo, 
you'll make blocking all three hits very tough 
indeed. The problem with this move is that it's not 
fast, and this makes the last punch of the sequence 
an easy target for good counterattacking players. 
You can solve this by not completing the combo 
every time you use it—your | opponent won't know i$ 
the last punch is coming or not. Variation is the key. 


The «Коше ram Mitac. 
performed by simply running 
toward your opponent, is a 
move that many people have 
problems blocking, but 
don't overuse it and become 
predictable. A neat trick 
and a way to vary the . 
move is to use a backflip 
to nail the dazed 
opponent. The backtlip 
connects as you land, 
causing huge amounts o£ 
damage. You can even 
use the double backtlip 
for more hits, but 
this requires even 


| skilled Tekken 3 
| player are Law's 


| allow him to 


it’s the perfect juggle-starter. 


@ Law's biggest 
strength is his 
ability to juggle an 
opponent quickly, 
then £ollow up 
with a powerful 
combo time after 
time. Utilizing this 
technique is the 
key to winning with Forest Law—if you can create 
good juggling opportunities then make effective 
use of them, you’re tough to beat. 


€ Moves that will 
help you as you 
become a more 


Upper and Lower 
Dodge moves. These 


reverse low- and 
mid-height kicking attacks with ease—if your 
reversal is successful, your enemies’ attacks are 
brushed aside, leaving you free to attack from the 
side. While this isn’t quite as useful as Paul Phoenix’s 
or Jin Kazama’s attack reversals, it gives Forest the 
ability to repel an opponent’s attack while creating a 


| chance for himself. It’s not a set reversal—when Paul 
| reverses an attack, for example, he performs a set 


move with set damage—so when it’s been used, you 
can enter a combo to cause mega damage. 


€ Law’s ability to 
chain punches with 
spectacular flip 
kicks is a major 
strength. You can 
start a combo with 
a basic punch for a 
relatively safe and 
risk-free attack, but 
once you've taken the initiative, you can follow it 
with a powerful special attack like the Back Flipper. 
Try this move whenever you get a counterattacking 
opportunity. Punches get the attack started quickly 
and the Back Flipper drives home the advantage. 
This sequence is great for knocking characters like 
Eddy Gordo out of their low attacking moves, plus 


WEAKNESSES 


© Like several 
others, Law's 
unblockable takes 
a few seconds to 
charge up, so your 
enemy can see it 
coming a mile 
away. 


Ф Some people criticize Law for being a basic 
character with some flashy flip kicks, and this is a 
fair point. If you play as Forest Law, you find 
yourself using the Back Flipper as a “go to” move in 
almost every match—if things are close and you 
need to score a hit, the Back Flipper is what you do. 
Your opponents will soon become wise to your 
methods and begin counterattacking. Take a look at 
Law’s special attacks; he hasn’t got that many 
compared to most characters, and this is why you 
find yourself returning to the Back Flipper time 


| after time. It’s your job as a Law player to prove the 


critics wrong and mix up your attacks so you don’t 
become a stereotyped Forest “Back Flipper” Law! 


€ Law’s 10-string attack is quite weak. In fact, 
when you’re fighting against the CPU, you’re 


| advised not to use it after Stage 4 or 5. Law is 


more effective if you use short attacks of varying 


| heights and mix them with low sweeps and low 


attack reversals. Long combos are not his strong 
suit, so don’t use them often. 


€ Forest is not a power character, and this 
seriously affects the way you must play. 
Fighters like Paul Phoenix, Heihachi Mishima, 


| and Bryan Fury can use power moves to quickly 


drain opponents' 
energy without 
much thought. 
Law simply cannot 
do this. You must 
find other ways to 
use his strength to 
defeat enemies, 
and this is very 
difficult for novice Tekken 3 players. 


Left Right Combo 


High Kick to Right Somersau! 
le Head Kick 
Kick to Mid Ki 


Back Flipper 
Poison Arrow 


Running S 

Junkyard Kick 

Body Blow-Somersault 

low Kick-Somersault 

Tricky Kicks-M/Kick 

Tricky 2 Kicks-Somersault 
Tricky 3 Kicks-Somersault 
Triple Head Kick 2 Somersault 
Frogman 


Front Kick-Somersault 
. Dragon Whip 
Elbow Spring Kick 
Elbow Spring Feint 
Dragon Tail 
Jump Kick-Somersault 
Double Dragon 
Side Kick-Somersault 
Rampage 
Double Impact 
Supercharger 
Low Kick-Somersault 
Catapult Kick Low 
Catapult Kick High 
Dragon Slide 
Fatal Backhand 
Blackout 
, Mugging 
LIE 
.. >Fake Step Below 
Fake Sten 
>Tricky Trap 
>Tricky Fist 
>Tricky Mid Kick 
_ >Tricky Low Kick 


Lower Dodge - 


punch Cancel - 
Dragon’s Fire 


#1: Rainbow Kick does 20 damage to downed opponents. 


СПК + RK, ВК 2 + ВК, RKI 


> + RP~LP 


c, o, o + LK 
c + RP, LK, RK 


(€ + LP<RP<LP 


I2. FC] + RP, LK 

I2. FE] + RK, LK 

© +1К 

O + LK, LK, > + LK 
3 + LK, LK, RK 

ў + LK LK, LK, RK 
3 + LK, LK, LK, LK, RK 
3 + LK + ВК 

3 +LK + RK- V 

© + IK 

< + RK, LK 

о + RP 

:2 + RP, ВК 

Ф + RP, ВК- V 

2 + ВК 

IS $ 2] LK, ВК 
SS + LK + ВК 

WS, <, 2, N, LK 
WS + LK, ВК 

WS, RK, LK 

FC, LK, RK 

LP + RP + LK + RK 
Гр FC] + RK, LK 
Fe, [8_?_@], ВК 
FC, IR ^^ 21 + RK 
FC, IS U + RK 
FC, IR. N 21 + LK + RK 
FC, <, 2, & + LK 
BK 1р Вр] 

ALL, LP Ç 

ALL, LP, LK ~ 

<= + LP + Вр 

LP 

€ + LP + RP (as counter) 
LP 

RP 

LK 

RK 


© S+IP+IKRPARKI 
19 21: [LP + LK_RP + RK 


t,t 
LP + LK 


5, 12 (6, 12) 
10, 5, 5, 5, 5 
18, 


125, 21 25, 251 


a0 
12, 6, 5 
C 
12, 8, 22 
12, 12, 15 
18 10, 211 
7,21 
8 
8, 10, 21 
8, 10, 21 
8, 10, 10, 21 
8, 10, 10, 10, 21 


Turns your hits into counter-hits and does guard damage. 


1198 з | == 83 3 3 


f-throw 


lb: Can be escaped during initial grab only with RP. Once bulldog extention has been initiated, the throw is inescapable. 
#2: If Slide Kick is blocked, or hits a downed opponent, Law recovers in KND. If Slide Kick connects, Law recovers in PLD. 


HC: Hits correctly. 


CD: Takes off correct amount of damage. 


7,21 
24 
[22 15 25] 
[28 25 35] 
30 
17 
12 


Hopping Frog 
Run Up to Drop 
Headlock Punch 
Headlock Drop 
Knee Lift 
Headlock Kick 
Ball Breaker 
Dragon Bites 
Reversal Throw 


Command 
Buard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


RP + RK 
=> + ВР + LK 
є + LP + RP 


& + LP + RP, LP, RP, + RP 


=>, > + LK + ВК 

ILP + LK or RP + ВК] 
ILP + LK or RP + ВК] 
ILP + LK ог ВР + RKI 
ILP + LK or RP + RKI 


<, LP ВР 
M H 
10 5 
<, 1р RP 
M H 
10 5 
S, LP LK 
M L 
10 B 
<, LP LK 
M L 
10 B 
<, LP LK 
M L 
10 6 


H 
8 


LK 


Guard Points are points in which you can resume blocking even if the previous hit connected. 


f. throw | 


f-throw 
f-throw 
f-throw 
f-throw 
Is-throw 
rs-throw 
b-throw 
ob-throw 


LK 


LK 


LK 


30 
30 
30 
35 
28 
40 
42 
50 
50 


LK 


LP or RP 


38 


#1b 


COMMAND 


З ІК 


COMMAND 


t2 + RP, RK 


© + RP-LP 


ELBOW V SPRING Мск. 


Forest Law 


COMMAND š DAMAGE 


© + LP<RP<LP 12, 12, 15 


= — = —— xs a Me 
DAMAGE COMMAND DAMAGE 


15 о RK 25 


= 
DAMAGE COMMAND 


15, 25 € + LP + RP 


ВАН ИБН RICK 


r3 IR N 21 LK + RK 


Forest Law 


p e 
COMMAND 


ВК, LK, ВК 


1 
COMMAND 
ILP + LK or RP + ВК 


— 
COMMAND 


[LP + LK or RP + RK] 


COMMAND 


RP + RK 


COMMAND 


пр + LK or RP + RKI 


LEVEL 
Is-throw 


DAMAGE 


12, 6,6 


DAMAGE 


16, 12, 12 


ESCAPE 


ESCAPE 


ESCAPE 


RP 


‘COMMAND 
c, c», > 4 IK 


COMMAND 


WS, <, 2, Y, LK 


COMMAND 


[LP + LK or RP + ВК] 


COMMAND 


$i + LP + RP 


= 


ft 


NL mal 
T€ 1 - inm 


DAMAGE 


HEADLOCK PUNCH 


DAMAGE 


30 
LIFT 


DAMAGE 


DAMAGE 


17 


ESCAPE 


LP + RP 


ESCAPE 


LP 


VS EDDY GORDO 


E] You must be familiar with Eddy's low sweeping attacks 
and know how to counter th їпа split Second—a 


VS YOSHIMITSU. - i 


It isn't that hard to beat Yı 
| to use Law's high/low dodge attack to counter him with 
relative ease. Use the punch/Back Flipper combo, as it 
proves to be the perfect move when Yoshimitsu uses his Flea move 
(he basically sits on his sword!) and causes major damage, since it 
connects as a counter-hit. 


VS HWOARANG - — 


® This match is tough, but if you can use Law’s mid and 

low kick reversal, you have a winning advantage over 

; 1 the kick-mad Hwoarang. Simply wait for him to attack 
then use the reversal attack to push him aside and start your own 

juggle combo for a big counter-hit. 


us NINA WILLIAMS 


7 dem: of Nin еам it! You must basicaly block 


us JIN KAZAMA 


Jin is a very tough opponent, as he has an attack 
reversal and the speed to capitalize on Law's mistakes. 
е also uses power moves like the Spinning Demon, 


FV 
m, then 3 


WS KING 


The CPU version of King isn't that good and seems to 
blems playing to his strengths. However, when 
you for a throw, you can be sure he'll follow 
d ; ` chain throw. Stay at a safe distance for the 
£ the ma ch and move F 


JV bur за pa POR UN Che i 


Forest Law 


. You should be able 


little pathetic and against the lightning-fast high/lo : 
=! attacks of Law, he has no chance. Не? so slow, you 
should be able to counter with the Junkyard Kick almost any time 
you like. Remember: unless you're attacking, stay well out of his 
impressive throwing range. 


VS BRYAN FURY . 


“| Bryan has frightening power moves but a skillful Law 
player can use speed and counterattack Bryan at every | 
> opportunity. The other point to remember is that Bryan 
has no attack reversal, so you can use high kicking and punching 
attacks pretty much as you please—there's very little he can do 


about it. 
VS KUMA 


This large, slow creature excels at throwing moves—a 

| fair description of Gun Jack, too, but Kuma's even 

* 2 easier to beat. The basic tactic is to stay out o£ his 
throwing range and use the Junkyard Kick to counterattack him at 
every opportunity. ` 


VS HEIHACHI MISHIMA 


Я Despite his huge power advantage, Heihachi isn’t that 
hard to beat. Law’s speed should be used to run rings 
around him, and juggle combos are the perfect way to 


— г capitalize on the chances this technique provides. Some of Heihachi's 
moves have a huge lag time, and this also йе pee : 


counterattacking opportunities. 


VS JULIA CHANG 


Julia can be tough to beat, particularly when you're 
à playing on the high difficulty setting. Her ability to mix 
3 Э] high/low attacks and combos, coupled with her 
excellent speed, is a blocking nightmare that must be overcome іё 


_ you want to win. If you can handle her attacks nnd you'll have lots 
of chances to counterattack. : 


VS MOKUJIN - 


Tho mastar Buri EO АЯ O 

and he changes the person he imitates each round. То 

work out what you're up against, watch closely as the 
fight begins. If, for example, he scratches the back of his neci use ‘ 
Hwoarang's Vs strategy. . 


VS PAUL PHOENIX 


Paul is by no means a pushover, but Law is one 
| few characters who actually has an ы 


Basically, use Law’s speed enue out the — Paul Phoenixt 


Jin Kazama 
Japanese 
Advanced Mishima 


karate & Kazama- 
style self-defense 


Martial Artist 
Walks in the forest 
Mother’s precepts 


Deceiving others 


was Kazuya Mishima’s son. At the same time his mother, Jun 

Kazama, died. Jin trained himself under the supervision of 
Heihachi every day with the intention of defeating Ogre, who is 
supposed to have killed his mother. Heihachi was not only his 
grandfather but also a reliable teacher. Four years have passed. 
Having mastered the Kazama-style of judo and the Mishima-style 
fighting karate, Jin starts to take action as a martial artist. 


МЕ At the age of 15, Jin found out that he 


This Lightning Uppercut is by far Jin Kazama's most powertul move. Use it to devastate 


Jin Kazama is the son of Jun Kazama and Kazuya 
Mishima, characters who were featured in Tekken. 
2 but died before the third tournament began. So, 
as you'd expect, his overall fighting style is 
basically a mixture of the way his parents fough 
Anyone who's played Tekken 2 will understand 
that this is a deadly combination indeed. Kazuya 
and Jun were very strong characters, but now you 
have a fighter who combines their strengths—t 
speed and skill of Jun with the raw роўе 
пуа! I£ you can master Jin, you | 
haracter on your hands. 


When playing as Jin, you should use his blend oj speed, power, 
and reversal attacks to overwhelm your opponent. 


The Flash Punch is a powerjul, lightning-jast, three-hit 
combo attack. 


arsenal to perform and also one of the 
с st effective. Jin launches a string of three 
erful punches in quick succession. They strike 
opponent high, high, then medium, giving the 
ring a little variation. The third hit is delayed 
ightly, but if all three blows connect, they drain 
3% of the opponent’s energy. This move is best used 
a counterstrike: Wait for your foe to attack, block 
or avoid their advance (ideally, you should avoid it 
with a sidestep), then simply retaliate with the 
Flash Punch Combo. The overall speed of the combo 
means it's fast enough to be used in regular play—it's 
particularly good for putting an opponent under 
constant pressure! 


Here Jin demonstrates his unblockable move, the Lightning 
Uppercut. Fast and powerjul—a jearsome combination! 


in's unblockable move is easy to perform and 
eadly when executed. Unfortunately, it takes lots of 
time to wind up, so using it effectively is quite tricky. 
Jin Kazama spins around before launching himself into 
powerful uppercut. While he's spinning, powering 
the move, Jin is extremely vulnerable to a 
counterattack. You must use this move sparingly. Try 
it on a downed opponent: Once he or she hits the 
‚ begi the unblockable move, so just as your 


Once an opponent has been knocked to the floor, always follow with 


a ground attack. In a close match, it makes all the dijjerence. 


Q Jin's showing ojj one oj his 
many multi-level combos. 


This also means that 


. while the move is 
‘powering up, you cannot 


be attacked. This tactic 
works particularly well 
when fighting against the 


‘weaker characters. 


Jin Kazama has a 
number of 10-string 
attacks that can be used 
to drive his advantage 
home. However, you 
should first become 
familiar with his basic 


attacks; only then should you begin 
to work on 10-string chain attacks. 


These long, but very — 
attacks are best used as a 
counterstrike—wait for your 
foe to make a mistake then 
punish him with one. Also 
remember that just because 

Jin is capable of chaining 

all 10 hits together, you 

don’t necessarily have to 

use all of them. If you want, 
you can just use the first 

five hits of the combo. In fact, on 
the later levels, where the CPU 
tends to reverse the long 10- 
string attacks, this tactic is a 
good way of adding variation to 
your play. 


= 
Г 


Ф Jin's main strength lies 
in his all-around ability. He 
possesses aggressive 
attacking moves, lots o£ 
power, plenty o£ speed, and 
even a reversal move— 
which in Tekken 3 is a huge 
plus point! I£ you can master these aspects o£ his 
abilities, you have a character who can do pretty 
much anything. A competent Jin player should be 
able to hold his own in a match against any other 
character, even if the human controlling this fighter 
is slightly better, simply because o£ Jin’s versatility; 
a master Jin player could become unbeatable! 


Ф As your playing skill improves, you should 
start to mix up the range of your attacks, so that 
opponents will £ind it hard, i£ not impossible, to 
predict what is coming next. Varying your 
attack means you'll be much less likely to be on 
the receiving end of a reversal move, and 

confuse an opponent into making mistakes, too. 


Ф Jin possesses a large selection of throwing 
techniques, and this can be 

a real advantage when 

playing a skill£ul 

opponent. Jin has the 

ability to throw opponents 

£rom directly in £ront of 

them, behind them, and 

even £rom the side. A tactic that works extremely 
well (even on higher difficulty settings) is to 
sidestep an attacking opponent then perform a side 
throw before he or she has a chance to readjust to 
your new position. This even works against the 
faster characters in Tekken 3, like Ling Xiaoyu, but 
is particularly effective against the larger fighters. 


@ In addition to all his other moves, Jin has two 
useful techniques that add yet another dimension 
to his fighting style: a reversal move and an 
Ultimate Tackle. I£ you played Tekken 2, you should 
be familiar with them both. You can reverse any 
mid- or high-level attack, putting an aggressive 
opponent on his heels. For his Ultimate Tackle, 
Jin charges toward his foes and knocks them to 
the ground. From this point he can perform 

the Ultimate Punches or the Cross Arm Lock 
move. These two maneuvers make Jin even 

more unpredictable. 


66 


WEAKNESSES 

€ Compared to some of 

the other characters in 

Tekken 3, Jin has a small 

array of moves, and this й 

can become restricting 

when you reach a certain 

level o£ play. You can find 

yourself relying on only а handful of moves to win 

matches, making your fighting style predictable 

and linear. An observant opponent can guess what 

you will do and act accordingly. For this reason, 
you must develop a balanced offense by learning 
almost all o£ Jin's attacking moves. 


Ж, 


WON i 


7 € Another major problem is 
" * that a high proportion o£ 
Jin Kazama's moves take a 
ЕЯ few seconds to execute, and 
this can cause major problems 
on higher difficult settings, 
particularly when 
fighting 
against fast 
) characters 
like Ling 
Xiaoyu or 
Nina Williams. 
You must think 
ahead while 
fighting and quickly 
recognize and react to 
the way the match is 
going. You need to 
know which moves 
you're going to use 
next, before you need 
to actually pull them 
off. If this skill 
sounds very difficult— 
it is, and takes time 
to perfect. Practice 
is the only solution to 
the problem. 


LJ 
> 


Left Right Punches 
Flash Punch Combe 


Three Ring Circus 
Three Ring Circus Combo 


Demons Paw — 

left Splits Kick 

Leaping Side Kick 

Twin Lancers 

Heel Drop 

_ Double Lift Kicks 

Twin Pistons 

. Uppercut 

. Tsunami Kick 

Tooth Fairy 

Heavy Body Blow 

laser Cannon 

laser Scraper 

Crouch Dash 

Dragon Punch 

Dragon Punch to Spinning M d Kick 
Dragon Punch to Low Kick 
Wind Uppercut 

Rising Uppercut 

Spinning Demon 

High Pounce 

Roundhouse to Triple Spin Kick 
Force Block 


Douhle High Sweep 
Over Shoulder Reverse 
_ Complicated Wire 
Wrist Chuck Slam 
Counter Attack 


z 


Shoulder Flip 

Over the Limit 

Chicken Butcher 

1 Attack 

cross Arm Lock 

ultimate Punches 
>Cross Arm Lock 


LP, RP 
LP, LP<RP 


LP, RP, LK, RK 
LP, RP, LK, > + RK 


LP + RK, RP, RK 
LP + RK, RP, 2 + RK 


< + RK, RK 

Ў «ІК ВК 

WS + LP, RP 
WS + RP 

WS + RK, RK 
SS + RP 

<=, Э, RP 

©, © + RP<LP<RP 
©, > + RP«LP« 3. + RP 
>, М, J, < 

>, М, , з Ір. 
>, М, 3, s: + LP, LK 
>, М, 3, & + LP, RK 
>, М, 3, & + RP 
>, М, 2, N + RP 
>, М, 3, ~ + ВК, ВК 
Я + RP + ВК 

+ ВК, ВК, ВК, ВК. 
C + LP + Вр 


Ic + LP + LK c + RP + RK] 


= + LP + RK 
€ + LP + RK 


9,9, € + IP + LK 

& + ВР + LK 

[= + LP + Щ_< + RP + ВК 
>, > + LP + RP 

ILP + LK or RP + ВК] 

ILP + LK or RP + ВК] 


_ Пр + LK or RP + RKI 


[LP + LK RP + RKI 
15 1 IP Вр 
LP + RP 

RP, LP, RP, LP, RP 
LP + RP 


6, 10, 25, 0 

6, 10, 25, 10 
— 8 10,12 

5, 10, 10, 21 
_5, 10, 10, 14 


10, 16 
10, 16 
5,20 
10, 15 

18 
13,21 
16 
18 
18, 14, 24 
18, 14, 15 


35, 20 (49°, 12) 
35, 12 (49°, 12) 


25 
30 
15, 15 
30 
25, 15, 12, 25 


+ 


“LP + RP, RP, RP, RP, RP 


П? ВРІ 
LP + RP, RP, RP, RP 


Ib 


#1: On counter hit (CH), the stun created by the first hit is inescapable. If both hits are used to stun on counter hit (CH), opponent can escape by tapping >. 
#1b: Follow up from third hit of Ultimate Punches. Paul, Nina, King, and Jin can reverse with LP + RP, RP, RP, RP, RP and deal 10 damage to Jin. 

#2: Jin is invincible for a short time. If opponent attacks while Force Block is activated, they will be pushed away. 

+ Side kick (LK) or low sweep (RK) can he linked after uppercut finish. 

HC: Hits correctly. 

CD: Takes off correct amount of damage. 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 
Level 
Damage 


Command LP 
Guard Point 

Level Unblockable 
Damage 30 


Command RK 

Guard Point 

Level H M Unblockable 
Damage 7 8 10 30 
Guard Points are points in which you can resume blocking even if the previous hit connected. 


1 


| 


COMMAND = DAMAGE COMMAND 


LLL MED 


ШЕТ SPLITS ИСК — — 


ZOR аа nc ВИ, ВК, M ВК EIN MM IS BOE 


8 11 m * 35 WS + ВК, ВК z mm 113! 21 


mun mm : 1016 — WS + LP, RP DUNT 10, 15 


DOUBLE ШТ Мск. 
&- = | 
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EDDY GORDO 


us YOSHIMITSU 


1 you have the game set on a high difficulty setting or are 
on round six or beyond, go for a more defensive style o£ 
play. Use Jin's reversal attacks and throwing techniques 
punish Yoshimitsu when he makes a mistake. This tactic works 
particularly well on his kicking moves, which he uses a lot. You 
should see them coming a mile off, making them easily reversed. 


VS HWOARANG 


Jin's ability to reverse attacks gives you the upper hand 
| in this tough match. Hwoarang tends to overuse his high 
— k. kicking attacks, and this is an area in which you can 

. gain another advantage. Wait for him to attack with a high kicking 
. combo (which he will at almost every opportunity), then duck the 
ttack and retaliate with a Demon's Paw. 


ў US NINA WILLIAMS 


| Whenever you knock Nina to the ground, you should 

always follow up with an attack—use the simple ground 

punch, as it's easy to perform, plus i£ your opponent 

manages to get back up, you won't leave yourself in too much 

trouble. Jin's reversal move can be used to good effect, particularly 
when Nina uses her kicking attacks. 


VS FOREST LAW 


Forest's predictable fighting style leaves him wide open 
to a character as versatile as Jin. You can reverse most 
o£ Law's favorite chain attacks with relative ease—with 
|. Jin's speed, this should be no problem. Add to this some of Jin’s 
more powerful attacks, like the Double Lift Kick, and you have an 
easy victory, even on higher difficulty levels. 


VS JIN KAZAMA 


This is your mirror match and Jin’s combination of 
power and speed make it a tough one to win. He likes to 
— attack with power moves, including his unblockable 
attack, with alarming regularity, so be sure to avoid them. À simple 
Чер í does the job nicely and sets you up for a counterattack. 


VS LING XIAOYU 


Jin has the perfect weapon to combat this fast, low- 
stance character—a roundhouse followed by triple 
| spinning kicks. Perform this combo whenever Ling uses 
0 and you'll take her out every time, inflicting 
damage! Ling’s speed is the only other thing that may cause 
yblems; combat this with well-timed reversal moves. 


Rus LEI WULONG 


VS GUN т 


Gun Jack's power and surprising speed can cause 


Wait for Bryan to attack you, then use a reversal move, —Ç 
or better still, one o£ Jin's power moves—the Demon 
Scissors and Dragon Punch Combo are particularly 
nasty! Beware o£ Bryan's speed, as he can move їп and use his p 
strength with ease. This is where Jin’s reversal attack = 
is invaluable. 


VS KUMA 


š Kuma is slightly faster than the version in Tekken 2 but ə— 
still presents an easy victory Sor Jin. Use a combination 

| of power moves and reversals to ensure victory. The 
only golden rule is not to get too close unless it's necessary, as 
Kuma's throwing range is formidable. 


VS HEIHACHI MISHIMA 


: Я Heihachi seems to be even more aggressive than in 

З Tekken 2, but he's still very predictable. This makes him 
an easy target to a Jin player who can use the reversal 
attack well. Simply wait for Heihachi to make the first move, then 
reverse the move or avoid it and come back at him with a combo o£ 
your own. 


VS JULIA CHANG 


The computer fighter will try and counterstrike with 
multi-level attacks—Julia has some of the best high/low 
maneuvers in Tekken 3, so watch out. You must 
anticipate her chain attacks and block accordingly; if you can do this, 
you have plenty of counterattacking chances. Next use a combination 
of Jin’s speed and his reversal ability to carry you through. 


VS MOKUJIN 


Mokujin can mimic the moves of every fighter in the 
game and change the character he copies each round, so 
this in effect gives him a different fighting style each 


time you face him. However, before the round begins, Mokujin 


Ling Xiaoyu 
Chinese 


Hakke Ken, 
Hike Ken & various 
Chinese martial arts 


10th grade student, 
looking after a panda 


Traveling, visiting 
amusement parks 
across the world 


Chinese steamed buns, | 
` | shrimp dumplings, б 
Peking duck 


Math teachers 


le, spirited, has panda... will travel. This young girl 
loves amusement and theme parks. Her dream 15 to 
build the per£ect amusement park in China when she 
grows up. She is both young and small in stature but Ling is 
skilled martial arts expert. Many believe if she were more 
serious, she could achieve real greatness. Having learned that 
the Mishima Financial Empire is rich and powerful, she x 
sought out Heihachi (president and CEO) to make her dream 
of the perfect amusement park a reality. While vacationing in 


Hong Kong with her family, Ling stowed away on a yacht 
bearing the name Mishima Financial Empire. Heihachi was not 


onboard but Mishima's men discovered her soon after the $1 
left port and Heihachi was informed immediately. Upon his 
arrival, Heihachi £ound his men beaten and strewn around the 
ship as i£ it was hit by a hurricane. Ling threatened that she i 
would go berserk again if he did not accept her challenge. 
Roaring with laughter, he promises to build the amusement 
park of her dreams if she wins the tournament. 


. MONE — (0 1D 


Here Ling demonstrates the best move she has to offer, the deadly Storming 
Flower. This move is easily executed and does huge amounts o£ damage to her 
p t. Ho er, it's the sheer speed o£ the move that makes i dangerous. 
ed as a ick, the Storming Flower is hard to 


When playing as Ling Xiaoyu there are three basic 
moves that you must learn. I£ you perfect them, Ling 
proves herself as a very strong character. 


Firstly, the easy to use Wa 
Art of Phoenix Stance is | 
low and aggressive. It 
basically makes all your 
opponents' high attacks 
useless, as they'll simply š 
fly over her head, and E Й 
this leads to countless ессе шиш hide 
SR 
Another factor is that cina š 
people think she's vulnerable in this weird stance— 
not so! When you use the Art o£ Phoenix, just sit 
there and wait for your opponent to make a rash 
move, then capitalize with precision and power. 
When in the Art of Phoenix, you're capable of 
dodging to sa£ety with extreme speed, then throwing 
_ your opponents. Simply move into the Art of Phoenix 
— stance then wait for them to move in. When they try 
an attack, sidestep and throw—it works almost every 
time. On the downside, using the Phoenix at close 
range for long periods of time can be dangerous. If 


your opponent wises up, he or she can use a powerful 


sweeping attack to cause major damage. Be 


Ling uses the Storming 
Flower to attack. 


Gordo and Hwoarang. 
The powerand 
versatility of the 
Storming Flower is 
amazing—it's fast, it can 
counter-hit almost any 
move, and it pushes your 
opponent away from you ` 
after a hit, which means 
you can use a shoulder 
charge to £ollow up in 
devastating style. The 
Storming Flower's 
priority over other 
attacks is incredible: It's 
possible to knock people 
out of a charging attack 
with this move; you can 
even take Hwoarang out 
of some of his kick 
combos. The only problem 
is that it has a huge lag 
time, should you miss. 
The £inal move that 
you must learn when 
playing as Ling is the 
Mistrust attack—a 
backward hook kick 
knocks an opponent into 
the air. As useful as the 
Storming Flower, it 
inflicts 15% damage 


When an opponent is in the (unblocked) and sets up 
air, juggle for major с. your opponent for a 


follow-up move. In order to perform this move, you 
must have your back turned to your opponent—in other 
words, you need to be in the Rain Dance position. From 
here you can perform a couple of punches before you go 
into the Mistrust to score even more hits and damage! 
Ling’s excellent speed allows her to dodge around 
the battle area. If you add this to her impressive 
arsenal of тиче you're looking at a character that's 


Ling is using one oj her powerjul moves to attack her opponent jrom the Art oj 
Phoenix stance. This move is easy to perjorm but very difficult to block. 


@ Its pretty obvious 

that Ling Xiaoyu's main 

strength lies in her 

speed—in fact she's the 

fastest character in 

Tekken 3. I£ you learn 

how to utilize this 

speed, you can cause 

your opponents all sorts of problems. The dodge 
technique, in particular, is very useful when playing 
as Ling, so use it whenever you can. With speed like 
Ling's, you can put even the best Tekken character 
under pressure, and make mincemeat of slower ones. 


| € You could be £orgiven £or thinking that 

a character with amazing speed such as 
Ling's would suffer in the strength and m 
power departments, but this isn't entirely 
the case. For example, i£ you trade hits with 
someone like Gun Jack, obviously you're 
going to come off for the worst, but on the 
whole Ling has some powerful attacks—her 
combo chains can cause up to 58% damage 
when used at the correct time. If you 

can use her speed to get into the correct 
positions, then her strength to 

capitalize on it, you have a formidable 
combination! 


@ Many of Ling 
Xiaoyu's attacks can 
be performed with 
her back to her 
opponent, so she's 
always able to spring 
an attack when her 
opponent is least 
expecting it. Coupled with her speed and 
power, this makes her one of the best 
characters in Tekken 3. 


* 


© Ling's strength lies in close combat most 

of her dominating pop-up attacks, ground 
assaults, and Rain Dance tactics are most 
effective at this distance. Her speed and 

ability to dodge around the battle area 

work well up close, too. The skill£ul Ling 

players buzz around in front of their 

opponents, using surprise attacks whenever 
opportunity arises. This form of combat is X 
very annoying to the victim and even harder «> 
for him ог her to oppose. 


WEAKNESSES 
While Ling's ability to 
fight backwards is a 
strength, it's also her 
greatest weakness 
because she can't block 


| from this position. This 
| is particularly 
dangerous against 
strong characters like Gun Jack, whose Dark 
| Greeting move will decimate her. If your opponent 
starts a combo or chain attack while your back is 
| turned, you can't reverse or avoid it. Even i£ it's 


breakable, Ling is helpless, as a string attack cannot 


| be broken unless you are facing your assailant. 


€ Another weakness is Ling Xiaoyu's lack 
of range. Most o£ her attacks are very short 
range—you must be 
very close to an 
opponent for them to 
work properly. If you 
use them from too far 
away, you end up 
leaving yourself in no- 
man’s land and open 
to a powerful counterattack. 
Once again this fault is 
particularly highlighted 
against characters like Paul 
Phoenix, Hwoarang, or 
Heihachi, as their amazing 
attack power can KO Ling in 
seconds. 


@ Ling is ineffective if she’s fighting a | 
powerful character at close range 
when time and 
energy are 
short. While 
she has the 
speed to get in 
close and mix 
it up, playing 
catch-up in the 
energy stakes 
pressurizes the 
Ling player into performing 
complicated power moves that can 
easily go wrong. If this happens, 
she’s wide open to a big 
counterattack, and against this type 
of character, this spells doom. 


MOVE NAME 
Bayonet 

Bayonet McTwist 
May Flowers 

Left Spinner 

Cloud Kick 
Cartwheel Left 

X Marks the Spot 
Raccoon Swing 
Front Layout 

Belly Chop-Backward 
Belly Chop-Forward 
Butter the Bread 
Great Wall-Left 
Great Wall-Right 
Hypnotist 
Raindance 
Storming Flower 
Knee Cracker 
Nutcracker 

Single Fan-Backward 
Single Fan-Forward 
Double Fan Forward 


Fortune Cookie 
Ginger Snap 


Sunset Fan 
Flapping Wings 

Art of Phoenix 
Sunflower 
Sunflower (Wake Up Call) 
_ Skyscraper Kick 
lotus Twist 

Shady Lotus 

Quick Shady Lotus 
Fire Dancer 

Flower Garden 
Double Map Sweep 
Low Back Turn 
False Salute (taunt) 
Greetings (taunt) 
Supercharger 


COMMAND 
LP, RP 
LP, A + RP 


>, >, LP + RP, LP + ВР 
>, > + LK 

>, c» + ВК 

>, > + LK + RK 
S + 

IP‏ لا 

< + RP 

< + 

<= + Вр 

<= + LP + RP 

C + LK + ВК 

2 +IP 

2 + LK 

2 + RK 

f +LP 

f +IP 

$ + LP + RP 

0 + LP + RP<RP 
0 + LP + RP<RP<LP 
f + LP + RP-LK + RK 
I9 2] + RK 

Ü +IP 

У +IP 

0 + LP + Вр 
WS + RP 

WS + RP~> 
WS + RK 

FC, <: + RP, LP 
FC, < + RP 

FC, S + ВР № 
FC, LK, RP, LP, ВК 
FC, < + ВК 

FC, < + ВК, ВК 
FC, 2 + LK + ВК 
LP + LK + ВК 
ВР + LK + ВК 
ALL 


MOVES FROM ART 


MOVE NAME 
Butterfly 
Stand 


Roll-Throw 
Sideroll 
Right Handfull 
Wave Crest-Power 
Wave Crest-Heavy 
Knee Stabber 
Flower Scissors 

_ Firecracker 
Firecracker-Roll Up 
Firecracker-Roll Down 
Back Turn 


COMMAND 
5 


f 

^ 

ILP + LK or RP + ВК] 
ILP + LK or RP + ВКІ- Ç 
LP 

RP 

LP + RP 

3 + LP + RP, LP + Вр 
3 + LP + RP 

LK 


Ling Xiaoyu 


DAMAGE 
4,1 (5,7) 
4, 10 (5, 10) 
8, 10 
8 


5, 8, 12 
5, 8, 12, 25 
5, 8 


HOENIX STANCE (A0 


ss 533353 


COMMENT 


COMMENT 


lower Garden 
Double Map Sweep 


Double Barrel Shotgun 


Double Scissor Kick 
Sky Kick 

Jumping Pirouette 
Crane Kick 

Flower Power 
Trick Flower 


Reverse Slap 

Dark & Stormy 
Mistrust 

Spin Tornado-Up 
Spin Tornado-Down 
Spin Tornado-Away 
California Roll 
Cyclone (left) 

Peg Leg 

Back Layout 

Ultra Phoenix 


Back Circle Breaker (F) 
Back Circle Breaker (A) 


Spin Sticker 
Thunder Strike 


Jade 

Ruby 

So Shoe Me 
Dislocator 

Back Layout 
Reverse Throw A 
Reverse Throw B 
Cradle Throw 
Crank Up 

Arm Flip 

Dump The Bucket 
Upper Parry 
Lower Parry 
Reverse Upper Parry 


— + ВК, ВК 
D$ $ 21+ LK 
I$ 9$ 2]-LK, RK 
IS_t_], LK 
1S_¢_@1, N+ IK 
[I5 $ 2LN-RK 
$ + ВК, ВК 


Ф + RK 


RP, LP, RK 

RK 

LK + RK 

3 + LK + RK 

f + LK + RK 

> + LK + ВК 

> + LK + RK-LK + ВК 
c», => + LK 

>, => + LK + RK 
3 + LP + RP 

У + 1K 

Ü +LK 


LP + LK 

RP + RK 

=> + ВР-1Р 

3, , е + RP 

ВК, >, > + LK + RK 

LP + LK or RP + RK 

BK, >, > + ILP + LK or RP + ВК] 
3, LP + LK or 2, RP + ВК 
ILP + LK or RP + RK] 
ILP + LK or RP + ВК 
ILP + LK or ВР + ВК] 

©, LP + ВК 

Q, LP + ВК or 2, LP + ВК 
LP + RK 


f-throw 
f-throw 
f-throw 
f-throw 
f-throw 
ob-throw 
f-throw 
f-throw 
b-throw 
Is-throw 
rs-throw 


10, 10, 15 
16 


30 
4 
35 
17, 30 
(Varies) (Varies) 
LP or RP 
LP 
RP 


During AOP 


Reverse Lower Parry 3, LP + RK 


#1: Goes automatically into False Salute on counter-hit (CH). 
#2: Must be performed immediately as Ling gets into AOP. 
#3: LK must be pressed as Ling lands. 

#4: Varies on walking distance. 

АОР: Art of Phoenix. 

НУР: Hypnotist Stance. 


Command f, ВК LP RP LP + RP LP LK 


Guard Point ° ° 

Leuel M H H M M H 

Damage 25 4 1 12 10 15 
Command f, RK LP RP RK RK RP 
Guard Point е ° ° 

Leuel M H H L L M 
Damage 25 4 1 B 10 12 


Buard Points are points in which you can resume blocking even if the previous hit connected. 


COMMAND DAMAGE COMMAND DAMAGE 


COMMAND LEVEL DAMAGE COMMAND DAMAGE 


DAMAGE 


DAMAGE 


| ‚ STORMING Н. OWER | u 


VS EDDY GORDO БЕ LEI WULONG 


Halt the time even Eddy Gordo himself probably doesn't 
know what he's gonna do next, so what chance have you ` 
got?! There are only two things to keep in mind: First, 
9076 o£ his attacks are going to be low, and second, Ling's Storming 
Flower can be used to counterattack with power and speed. 
Concentrate on blocking and counterattacking. 


The Art of Phoenix is the key to winning this match. 
Yoshimitsu uses high kicks and punches throughout the at ` i а qu 
match £or big damage, so this low fighting stance proves whether you can stay « out o£ hi: throwing range while 
to be the perfect way to avoid his attacks and start your own. If «5 chipping away at his energy. You must move 1 
you've mastered this important part o£ Ling's fighting style, you'll dodging around while you mix up the attack height, to keep Gua 

have no problems. Jack guessing. E 


VS HWOARANG 


Hwoarang has many kicking attacks that come at 
different heights and this makes Ling's life tough. 
= Forget about the Art of Phoenix, as Hwoarang will 


A ребра іе гра о o c 
the power to make his attacks count. You will haveto | 
use the dodging technique to its full potential if you 


nail you almost every time. Use Ling's speed and dodging ability want to win. The other thing that's useful here is Ling's Ао ` 
to confuse Hwoarang and give yourself а good deal оў Phoenix, as it renders a great deal of Bys attacks um cm because 
attacking chances. they land high. 


E VS NINA WILLIAMS. 


The most important move in this match is probably the 


VS KUMA 


| Use Ling's huge speed advantage to dodge in and out of 
Storming Flower, as its power and speed make it the | range, using powerful attacks like the Storming Flower „ 
perfect counterattacking weapon against the somewhat to knock Kuma to the floor. If you get too close and stay —Ç 
predictable fighting style of Nina. You should be able to read her there too long, Kuma grabs you, and his throws inflict significant 

attacks then use sidesteps to avoid them, giving you the chance to damage, so watch out! 


use the Storming Flower in the process. 
1 VS НЕІНАСНІ MISHIMA 


VS FOREST LAW Я Heihachi’s lack of speed makes him a simple foe—just — 
Forest Law likes to use his speed to set up chain attacks take extreme care to avoid taking hits, as they drain lots 
that score big damage if you don't block them. You must of energy. Use Ling’s speed to confuse Heihachi, with 
be really fast to work out what he's doing, then react. frequent stance changes and dodging movements. Above all, if you 
Try sidestepping his attack then fighting back with a combo. If you — сап block his attacks, you'll have no problem in beating him. | 


use a variety of attacks, you'll overpower him. 
VS JIN KAZAMA WS ША CHANG. 


When he uses his triple spinning kick, block the attack 
(you cannot dodge it because this move tracks the 
opponent) then counter with the Raccoon Swing, 
followed by a Storming Flower. The best thing about this is that Jin 
uses the spinning Kick all the time, giving you lots of opportunities 
to use this tactic. cem 


VS LING XIAOYU 


If Ling goes into her crouching stance (the Art of 

Phoenix), you need to act quickly, as this is when she’s 

most deadly—as you should know by now! Knock her out 
of this stance with the Storming Flower or Raccoon Swing. You can 
follow this with the Mistrust, which can be used to begin a juggle. 


LI И 


eir to the throne.... He's really King the Second. Raised in 
King's orphanage, he was 24 years old when the original 
King was killed. He put on the mask and assumed the role 
o£ King's successor, in order to honor his mentor and save the 
orphanage. The new King had only watched his mentor and really 
was incapable of fulfilling the legend. Armor King, knowing who 
killed King, felt an obligation to prepare King the Second for 
rightful revenge. Four years have passed and King the Second is 
now a skillful wrestler. Feeling the time is right, Armor King tells 
his student that Ogre was responsible for King's death. Armor 
King breaks down in tears as he tells the gruesome story. King 
the Second now knows his purpose in life. 


The Deadly Boemerang is King's most powerful attack. 


Professional wrestler 
and manages an 
orphanage 


Pleasing children 


Celebrating victory 
with Armor King 


Tears of children 


Throwing attacks are what makes King tick—he | і 
far the most versatile of all the characters in this 
_ When you begin to play as King, immediately devel 
| your throwing skills, as this will help you win 
matches. However, don't expect to master him 
quickly-—-you'll find yourself оп the ground quite often 
: ES at Zirst. As you begin to perfect the button — 
Here King demonstrates the Suplex move. This throwing attack is combinations your game willimprove and bef 
easy to perform and injlicts major damage. : 2 z 2 ES - 
you should be throwing your foe around 


When you reach this point, you're ready for anything If you perform it 


The Disgracejul Kick has major range; it 


and anybody! Because King's fighting style is based on as your opponent can be used to set up a throw sequence. 
throws or multi-parts, learning to play him effectively is getting to his or === 

is a tricky business. Start by learning the button her £eet and he or 

combinations for the masses of throwing techniques— she doesn't block 


unless you know them, King isn't a good character. immediately, you 
For this reason, he's only recommended to experienced can take him or 
Tekken 3 players. When you understand how the game her down again — 
works, give him a try—when you can time his moves and go back on the 
and throws correctly, King is almost unstoppable. offensive. The only Р 
" з downside 15 that 
Nina, Paul, and 
Jin can reverse 
this maneuver, so 
take a little extra 
care when 
fighting them. 

I£ you're 
playing a 
defensive game, 
King's Disgraceful 
Kick is a must. у 
When your enemy comes at you, reply А 4A j ж 
with a quick Disgraceful Kick. ә, ** £f 
I£ you score a hit, tap the 
button again £or a second 
. hit. This tactic works well 
on all fighters, but it's 
particularly effective жа" 
against slower opponents. — . 


This is the Shoulder Tackle and can be used to really surprise an 
opponent. King uses his huge size and weight to smash him or her. 


I you're up against an enemy who's prone to _ 
hing, the Shoulder Tackle will come in handy. 
low kick then go directly into a Shoulder ` 
Tackle—even i$ they try to be clever and duck the 
1 initial low attack, the following move will knock 


Shoulder Tackle, you're wide open. Just take care ma 
this move can be a life-saver. 
The Ultimate Tackle is an essential move to learn. 


His superb throwing means King 
is a threat dens anywhere. 


Ф King is a very powerful 

fighter who can finish an 

opponent in a hurry, should 

he need to. Moves like the 

Exploder and 

Frankensteiner are 

extremely powerful, 

inflicting lots of damage and proving difficult to 
block—the Frankensteiner is particularly hard to 
avoid. Learn these moves and you'll have a winning 


.| chance, no matter how bad things look. 


€ King is a deceptively fast 
character who surprises 
many opponents with the 
rate at which he moves 
around the battle area. You 


can use this speed to score 
a couple o£ easy hits at the 
start of a match, then as the bout continues, apply 
it to move in on your enemy and use one o£ King's 
many throwing attacks. This combination of speed 
` | and throwing ability is unrivaled. 


€ Because o£ 

his many and 

| varied 

techniques, 

King is the 

hardest 

character to 

escape from, 

once he has 

started a я 

sequence of throws. Use A 

this to your advantage. 

Always vary your throwing 

^| combinations—your foe will ۴ & 
have no idea what's coming next 
and little chance of escaping the 

chain of moves. : 


Ф King has got one of the best kick 
reversals in Tekken 3, therefore you 
should use it whenever possible. An 
opponent cannot escape it once it 
has been used, making it 

invaluable against characters 

who have many low kicking 
attacks, such as Law and Lei. 


€ Because оў his wrestling 


| background, King doesn't 


have many basic punching 


* and kicking attacks, so 


unless you know how to 


use his throwing 


techniques, you soon hit 

trouble. If you try to play King like you would a 
normal character, you give yourself no chance at 
all. King is a wrestler, so if you want to control 
him well, you must learn to play like a wrestler. 
This means using all o£ his throwing attacks to 
maximum effect. 


€ King's 10-string combo 
attacks are very slow, and 
therefore very easy for an 
opponent to block or, 
worse still, reverse. This 
makes King's string 
attacks almost useless—a 
major £ailing. 


Ф King has a real problem 
getting out of pressure 
situations. This is 
particularly evident 
when you fight a 
character who likes to 
constantly *chip away" 
at an opponent—Lei, 
Yoshimitsu, Nina, and 
Ling are all examples. 
Due to the fact that King's regular attacks are 
slow, it's very hard to get this type o£ 
opponent out of your face once he or she gets 
started. 


€ When you're playing 
as King, you need to 
be close to your 
opponent in order to 
make his throwing 
and multi-part 
strengths pay. It 
requires excellent 
skill on the part of the King player to 
get around this shortcoming. Until 
you are an expert, getting near enough 
to use your big moves is a real headache. 


1] 


Palm Attack 
palm Attack to Attack 
Auel Twist 
Head Spinner = 
Spinning Uppercut 
Strike Elbow 
Forearm Bust 
Frankensteiner 
Low Punch-Quick Upper 
K’s Flicker 
Stomach Smash 
Black Bomb 
Leg Breaker 
Capital Punishment 
Elbow Drop 
Mini Elhow Drop 
Shoulder Tackle 
Stagger Kick 
>Spinning Uppercut 
>Stagger Kick 
>Ali Kicks-Upper 
>Ali Kicks-Upper 
>Stagger Kicks 
Exploder 
Running Exploder 
Konvict Kick 
Disgraceful Kick 
Deadly Boomerang 
Knockout Punch 
Leg Screw/Double Heel Hold 
Low Parry 
Jaguar Lariat 
Push Block 
Moonsault Body Press 
Reverse Moonsault 
Atomic Blaster 
Lay Off 
Dash Jab Uppercut 
Head First Lunge 


Supercharger 


Winding Nut 

Suplex 

Falling Headlock 

Tombstone Piledriver 

Spinning Throw 

Frankensteiner 

figure four Leg Lock 

Muscle Buster 

. Knee Bash Ix 
Argentina Backbreaker 
Knee Crusher 

_ Half Boston Crah 
Cobra Twist 
Stretch Buster 
Reverse Throw ` 


>Агт Twist 

>Leg Cross Hold 
>Stretch Combo 
>Ultimate Punches 


` 


P+ LK 


RP + RK 


LP, RP 
LP, RP, LP 


LP + RP<LP 
2 + LP, N + RP 
S +IP 


S + RP 


$ + LK + ВК 

$ + LP, N + RP 

>, > + RP 

>, >, N + RP 

>, 3, <, N + LP + RP 
FE, + + LP 

ЕС, = + ВР 

Я + LP + RP 
IS $9 2]4 RP + ВК 
Š + LP + RP 

> + ВР + LK 

[Ú + LK + RK FC, <: + RKI 
RP 

RK, RK 

RK, RP 

RK, RK, RP 

RK, RK, RK, RK 

ILK + ВК >, > + LK + RKI 
>, >, > + LK + RK 
>, c» + RK 

= + ВК 

SS + LK + RK 

SS + RP 

<= + ПР + LK RP + RKI 
[321+ [LP + ВК RP + LKI 
> + LP + RP 

>, >, N + LP + RP 

LP + RK 

BK, LP + RK 

BK, LP + RP 

>, >, LP + RP 

3 + LP, RP 

Э, Э, ІР- RP 

ALL 


V, 2, 0, 2 + LP + RP 
2, > + RP 
>, €, 2, У, J, > + LP 


— S + IK + RK 


2 + LP + RP 

3, 2, = + LP + RP 
$i + RP + LK 
[LP + LK or RP + RKI 
ILP + LK or ВР + ВК! 
IP + LK 

RP + ВК 

<=, > + LP + RP 

LP + RP or RP + ВК 
€ r kb, IP HB 
LP + Вр a 
LP + RP 

LK + RK 

LP + RP 

RP, LP, RP, LP, RP 
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Is-throw 
rs-throw 
b-throw 
b-throw 
b-throw 
ob-throw 


link 
link 
link 
link 
link 


= 
а 


—Fthrow — 


B, 15 (7, 15) 
В, 15, 10 (7, 15, 10 
10,12 12,10 
15 
15, 21 


LP + RP (LK + RK) 
LP + RP 
RP 
LP 
RP 


LP + RP, RP, RP, RP, RP 
LP + RP, LP, LP, LP, LP 
20, 20 — 
3, 3, 3, 3, 5 ПР RP] 


>Throw Away Fein 
>Throw Away Knock Down 
>Turn Around 


leg Screw 
Double Heel Hold 
Triple Arm Breaker | 
>Head Jammer 
>Struggle Combo 
>Chickenface Wing Lock 
>Dragon Sleeper Finish 
Rolling Cradle Finish 
Reverse Special Stretch Воть 
Reverse Special Stretch Bomb 
Cannonball Buster 
>Cannonhall 
>Powerbomb 
>Giant Swing 
>Muscle Buster 
>Manhattan Drop 
>Victory Bomb 
>Giant Swing 
>Muscle Buster 
Reverse Arm Slam 
Reverse Arm Slam 
>Backdrop 
>German Suplex 
>Powerbomb 
>Giant Swing 
>Muscle Buster 
>Cannonhball 
>Powerbomb 
>Giant Swing 
>Muscle Buster 
>Manhattan Drop 
>Victory Bomb 
>Giant Swing 
Muscle Buster 
Standing Heel Hold 
| »Scorpion Death Lock 
8. I. f. 
>Indian Death Lock 
»King's Bridge 


++ IK or € + RP + RK = 
_ € + IP + LK or + RP + RK 


©, N, 2, 6 € LP ВК. 


LP + RP, LP + RP 


LP + RP, ВК, RP + ВК 
ВК, LK, ВК, LK + ВК, LP + RP 
RP, LP, LP + ВР + LK 


RP, LP, LK, LP + RP + RK, LP + RP + RK 
LP + LK, LK + RK, RP + RK, LP + RP, LP + RP + LK 


©, & + RP + ВК 

>, +1Р+ВР _ 

$$ + RP + ВК 

RP, RP, LP + RP 

LP, RP, LK + ВК 

BP, LP, LK, RK 

LK, RP, LP, LK + ВК, ALL 
LK + RK, LP + RP, LP + RP + RK 
LP, RP, LK + RK, LP + RP 
RP, LP, LK, RK 

LK, RP, LP, LK + RK, ALL 
>, M + LP + LK (A) 

c», № + RP + RK (B) 

RP, LP, LP + RP 

LK + RK, LP + RP 

LP, RP, LK + RK 

RP, LP, LK, RK 

LK, RP, LP, LK + RK, ALL 
RP, RP, LP + RP 

LP, RP, LK + RK 

RP, LP, LK, RK 

LK, RP, LP, LK + RK, ALL 
LK + RK, LP + RP, LP + RP + RK 
LP, RP, LK + RK, LP + RP 
RP, LP, LK, RK 

LK, RP, LP, LK + RK, ALL 
=>, М, 9, o + RP + LK 
LP + RP, LK, LP, LP + LK 
LP, RP, LK, LP + RP 

LP + RP, LP, LK, LP + RP 
LP, LK, RK, LP + RP, LK + RK 


counter 


counter 


—— throw 


link 
link 
link 
link 
link 
link 
c-throw 


_ f-throw 
. fthrow 


link 
link 
link 
link 
link 
link 
link 
link 


_f-throw 


f-throw 
link 
link 
link 
link 
link 
link 
link 
link 
link 
link 
link 
link 

_ link 

f-throw 
link — 
link 
link 
link 


PPONENT FACE UP/FEET TOWARDS = 


Away 
igure Four Leg Lock 


OPPONENT FACE UP/FEET AWAY = 


OPPONENT FACE DOWN/FEET TOWARDS 
Half Boston Crab 
OPPONENT FACE DOWN/FEET AWAY 


OPPONENT FACE DOWN/LEFT SIDE 
Camel Clutch 


= ЗВЫШ: 2 
о Вр ВК 
i + RP + ВК 


r + ПР + LK or ВР + RK] 


r + ИР + LK or ВР + RKI 


Ва : Stretch sich = 
OPPONENT FACE UP/SIDE 
Overturning :2 + ПР + LK or RP + RK] П? ВР] 


#1: First hit must counter-hit (СН) in order to perform 4-5 Ali Kicks. First hit does 17 on counter-hit (CH). 
31b: Follow up from third hit of Ultimate Punches. Paul, Nina, King, Jin can reverse with LP + RP, RP, RP, RP, RP and deal 10 damage to King. 
#2: Cannot һе chickened (double reversed). 

#2b: Follow up from third hit of Ultimate Punches. Nina and King can reverse with LP + RP, LP, LP, LP, LP and deal 10 damage to King. 

#3: Unblockahle, but can he crouched under. 

#3b: Requires perfect timing. 

#4: Hits Н up close, hits L from a distance. 

#4b: LP escapes if grabbed from left side, RP escapes if grabbed from right side. 

#56: Can Бе done only when opponent is stunned. 

#60: Inescapable if grabbed from behind. 

#7h: If throw connects from side, Cannonball will be the first throw. 

318b: Escape with LP if thrown with (A), escape with RP if thrown with (B). 

HC: Hits correctly. 

CD: Takes off correct amount of damage. 

c-throw: Crouch throw. This is when your opponent is in a crouch position. 

*: Depends on throw initiated from SS + RP + ВК. 28 if В.ЕМ. 18 if Cannonball. 


Command LP 

Guard Point 

Level M 

Damage 7 If hits from ground damage is 15 


Command 
Guard Point 
Level 
Damage 


Command Ip e RP 
Buard Point ° 

Level Throw (escape: LP + RP) 
Damage 30 


Command RK 
Guard Point | 

Теме! M 
Damage 

Command 

Buard Point 

Level 

Damage If hits from ground damage is 15 


Buard Point 
Level M M 
Damage 30 


Guard Point 
Level 
Damage 


Throw (escape: LP + RP) 


30 


L 
B 


Buard Point е а 
Level M 
Damage 1 


Buard Points are points in which you can resume hlocking even if the previous hit connected. 


+ LP + RP 


> 


LP + RP<LP 


10% 
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FC, 5: + LP 
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n | 


fils 
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pm 
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= 
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+ 
E 
= 
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= 
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= 
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‚ Sı + RK] 


[Ú + LK + RK FÜ 


Halll ў 


ыч) 


ын! 


Cd 
Hallali 
Hallali 


Е 
E š 


€ + LP + RP 


3, 2, 


Пр + LK or RP + ВК 


VS EDDY GORDO 


This is the hardest fight of all for King—Eddy's low 
attacking style means you cannot afford to get 
anywhere near him! Let Eddy do his usual wild thing, 
then use a Disgraceful Kick to knock him down. King's throws аге 
almost useless; you must rely on blocking skills and basic 
counterattacks. 


P adus YOSHIMITSU 


m Yoshimitsu should cause no problems at all. He uses his 
с spinning kicks with amazing regularity, so simply avoid 
these by ducking, then during the lag time that he 
suffers while recovering, hurt him with your favorite chain throw. 


VS HWOARANG 


KÎ Unless you can block or, better still, evade (em, 

t4] Hwoarang’s kicking combos cause problems. He rarely 
attacks with a single kick, so i£ you don't block the first 
one, you're hit with a string o£ follow-up kicks. Provided you can 
defuse or avoid these attacks, you have lots of counterattack 
chances, so make them count with chain throws. 


ў VS МІМА WILLIAMS 


| Speedy Nina rushes toward King at most opportunities, 
which is bad news when she attacks because you'll be 
prevented from starting a throw or chain of throws. 
You must dictate the speed and direction of the match by using a 
wide selection of throwing attacks and regular punches and kicks. 


VS FOREST.LAW 


Law likes to wait for you to move in for a poc then 
before you can start the sequence, he launches a 
lightning-fast combo—and once he starts, there's no 
stopping him: To combat this, move in on him, then at the last 


— position for a throw. 


VS JIN KAZAMA 


Play a defensive game, then counterattack with chain 
throws. If you mix up the order in which you use 


the door to your big damage combos. Jin's excellent speed and 
ability to mix high/low attacks make this fight harder, but blocking 
| these moves gives you the chance to use power throws. 


us LING XIADYU 


Ling's speed gives her the edge in this match, and she 
plays a close game, so keep your distance. Use the 
Deadly Boomerang to attack an oncoming Ling—even if 


Fighting yourself isn't easy, as the CPU character can 

|| pull off. complicated sequences quickly and in tight 

T - situations. The key to victory is to anticipate what ве: 
ай and act accordingly. Use „ 1 


moment sidestep to avoid his маек and put romei in the perfect š 


throws, it's almost impossible бог him to escape, opening 


she tries to evade it, you'll hit her. E Ling tries to use her Art of — 
down with a Stomach Smash and follow ` 


With Paul should be a piece of cake. 


VS LEI WULONG 


Because of his Play Dead techniques, it's unwise to close 
Я in оп Lei. Instead, try and stay about four steps away 
— A! from him at all times to give you the distance and time 
to deal with his Play Dead attacks (the Stagger Kick works well). 
Remain close enough 


mistake. 


VS GUN JACK 


King has the speed advantage, but because both 
characters have a vast array of throws, the fight usually 
š boils down to “He who dares, wins!” If you seize the 
initiative and move in using your superior speed, nine times out of 
ten you'll make the throw before Jack does. Once you have started 

the throw, continue the chain £or greater damage. 


| VS BRYAN FURY 


Bryan has so many aspects to his game, you have to be in 
top form to beat him. This task is made much harder by 
the fact that King doesn't have a punch reversal, where 
Bryan has the strongest. Your dodging ability has to be excellent—if 
you can evade him, you'll have opportunities to let King's throwing 
superiority shine through. 


VS KUMA 


As with Gun Jack, be brave and use your throwing 
attacks before Kuma attempts his own. King's speed 
gives him the advantage in this area of the fight, and i£ 
you follow up the initial grapple with chain throws, you'll beat the 


š bear in no ine 


VS HEIHACHI MISHIMA 


=| While Heihachi has great strength and all-around ability, 
1 he's also one of the slower characters. Coupled with the 
ыа еш vast array of 
certainly with the skilled King 
: e excellent, as Heihachi i is 


be combo'ed, and wit Julia's high/low ene. variation, 3 
this is a real problem. Your blocking skills are crucial i£ 
you want to win this match, as they can give you the chances to 


РУ 


_ counterattack with chain throwing attacks and power moves: 


VS MOKUJIN 


At the start of the round, watch Mokujin carefully. He 
performs a characteristic taunt or maneuver, giving you 
— a сіпе as to whose moves he'll use in the ensuing battle. 
Play as each character until these signs are memorized, then when . 
you fight Um. use the Vs strategy that matches the taunt. xÇ 


begin a throwing chain. I£ you can master this strategy, your battles аа 


Supercop 
Movies, naps 
Sony products 


Crime, villains 


upercop never rests.... Bruce Irvin took him to the 
S brink of defeat in Tekken 2 but Lei managed to come 
away victorious. Bruce's flight home was then 
reported crashed, killing all passengers aboard. It was 
rumored that Kazuya's corps was involved, as a means o£ 
silencing Bruce. Lei's investigation and intuition led him to 
believe the accident was staged, and he doubts that Bruce is 
really dead. Aster the last tournament, Lei returned to his 
job as an investigator o£ international crime. Though 19 
years have passed, nobody believes he is 45. Known as 
Supercop, he's £eared internationally by even the most 
powerful of crime organizations. Falling within his 
jurisdiction are the strange disappearances of prominent 
martial artists. During these investigations, Lei was visited 
by the head man of the МЕЕ, Heihachi Mishima. He asked Lei ` 
to join the *King оё Iron Fist Tournament 3." Why Heihachi 
would seek him out £or a mere tournament was beyond Lei. 
A believer in fate, Lei feels there's a reason for this meeting. 


STRONGEST MOVE С 


Lei’s most potent attack is the Booby Trap. Lei fakes his opponents out from 
behind, and gives them a powerful punch. This move causes 50% damage. 


moves in Lei's repertoire, 


Lei has a great punch combo called the Rushing 
Snake that can put an opponent under pressure 
from the moment a fight starts. This is a favored 
move £or a number of reasons: It's very easy to 
perform (you only need repeated taps of the left 
kick button), causes lots of damage (around 50%, if 
all of the hits connect fully), and you can chain the 


|. Rattlesnake move onto the end, knocking your 


opponent into the air. An awesome chain of moves 
that are simple to perform, even under pressure. 


Using Lei's “animal” arts is the key to mastering this difficult 
character. Here he shows ojj the Art of Snake. 


The Rave Spin hits an enemy 


twice—first low, then high. 


The Rave Spin is a 
classic Lei technique that 
can be used in many 
different ways, but 
there’s an element of risk. 
The problem is that it can 
be counterattacked, 
should your opponent 
block the first hit. Used 
sparingly, however, it 
helps you win the match. бте 
The Low Parry is опе 
of the most under-used 


because if you miss, you leave yourself wide open to a 

ounterattack or juggle combo. Despite this risk, the 

s very useful. If you start a match by 

try to get used to the way your foe 

iay be able to use the Low Parry. Follow 
Lees throw or the Razor Rush— 


extremely useful move 


Lei's Leaping Double Slicer is another risky move; 
because it takes a long time to execute, it's easily 
countered by a quick-thinking foe. However, it's 
extremely powerful and difficult to block—even if it is 
blocked, your foe is stunned for a few seconds. 

This gives you the opportunity to follow up with a 
number of different attacks, so your opponent has to 
guess what you'll do next. For example, you can use a 
simple throw followed by a ground attack, uppercut 
juggle combo, then Rave Spin. АП of these have 
different attack levels and give Lei many choices from 
this single starting point. 


Here Lei uses the Play Dead 
technique to jool his joe. 


Another tactic is to use Lei's 
low kicking attacks to pummel a 
downed opponent. He has a 
number of moves that work 
particularly well, but the 
Reverse Double Slicer is 
particularly good. You're 
guaranteed the first hit 4l 
for 10% damage, and 
the second part of 4 
the combo can 
be used to 
prevent fast 
characters 
from 
getting 
up too 
quickly. 
Another excellent 
ground attack is the 
Falling Tree. It's really 
quick and easy to 
perform, and scores 15% 
damage. : 
The Hook Punch i is an 


This Hook Punch is easy to 
рођени; and very quick. 


that adds variation to your play and can be used to 

get close to your opponent. With your back dude а. 
you can surprise them with а Rave Spin, Spi D 

Back Blow, or even a throw. An o£ these mov 


—Ç particularly well against | 


@ The Razor Rush combo is a 
| barrage of rushing punches 
| followed by a trip kick. Even if 
| an opponent is smart enough to 
| block the initial run of punches, 
| they're unlikely to block the 
kick. As always, the key is not to overuse this combo, 
as your opponent will work out what you’re doing and 
knock you out of the rushing punches. A good way to 
vary this attack is to begin while your foe is recovering 
from a missed attack or getting up from a knock-down. 


@ The key to playing Lei Wulong effectively is to 
master his ability to “Play Dead” and the attacks that 
go with it. Lei can drop to the floor then perform a 
series of moves from this position, each causing 
significant damage and confusing your foe into the 
bargain. You must know when to use the Play Dead 
move and when not to, as relying on this technique 
leaves you open to counterattacks. Provided you use 
it wisely, Play Dead is the most important aspect of 
Lei’s game and makes him a strong character. 


@ Lei can turn his back to his enemy. While 

this may sound like suicide, it " 

proves to be a big plus. To start 

with, it catches your opponent 

off guard, and it's also the 

starting point for a variety of 

moves, the key to beating better 

players. The secret is to mix up the way you use 
this type of attack to gain the maximum effect. 


@ To round out his balanced and varied attacking зю 
arsenal, Lei has an excellent array o£ kicking E, 
attacks. АП o£ them are easy to perform, cause 

major damage, and look really cool! A good example 

is the Reverse Double Slicer combo. It's perfomed with 
your back toward your opponent. Hold down for a full 
crouch, then tap RK twice while holding down. It 

| causes about 15% damage and looks great. 


@ Lei's unblockable move is the excellent Phoenix 

| Strike. It’s a flying crescent kick that inflicts massive 
| damage and is easy to use. Try using the Double Foot 
Stomp throw to knock your opponents backward, 

| setting them up for the unblockable attack, then as 
they approach, use the Phoenix Strike to give them a 
| major wake-up call—devastating! Also, i£ you knock 
your £oe to the ground, you can start to perform the 
| unblockable £rom a £ew steps away. This should 
strike your opponent as he or she gets to their feet, 
and saps masses of energy. 


WEAKNESSES Су 


` € One of Lei Wulong's biggest 
_ weaknesses is that his string 
attacks are significantly 
slower than many characters. 
This means that faster 
— А š opponents like Nina, Paul, 
and Ling с сап easily break or evade his attempts to 


combo them. 


— j @ The sheer complexity of many | 


of his attacking styles makes Lei 
extremely difficult to control 
effectively. You must know 


| when it's best to use kicking 


attacks, when to turn your 


back on a foe, when to Play Dead... ше let бае б» go u 
| on and on! Learning how to play Lei £rom scratch 
| takes time, effort, and practice, and this will 


discourage some people. It takes twice as long to get 
to a level of competence comparable to the average 
Paul or Nina player, so despite his varied fighting 
options, Lei may not be worth the effort—there are 
better characters to choose! 


@ While the different fighting stances o£ Lei's 
Animal Arts give him lots o£ variation, it 
takes time to get accustomed to them. 
Worse, you lose the stance when he takes a 
nit - ou can spend valuable seconds 
getting into a new stance, only to be 
knocked to the floor. 
This can be extremely 
frustrating, and novice 
players in particular 
seem to spend half of their 
rounds trying to use these stances 
rather than getting down to the 
business o£ fighting! 


@ Lei has no attack reversal or 
mid-thrust blocking moves, and 
this can be a real problem 
when £acing an aggressive 
P opponent. I£ they know 
\ you're capable of reversing 
their attack, enemies aren't 
e ^. eager to come toward 
N \ you. Unfortunately, 
when fighting Lei, they 
<: NI can attack pretty much 
as they wish, with 
no fear of being 
reversed. 


I MOVE NAME 
Hook Punch 
Hook & Spinning Back Blow 


Tornado Kick 


Lift Up Cannon 
Clean Sweep 


>Lei Down 
SNS 


Razor Rush-PNS 
Razor Rush-TGS 


Razor Rush-CRS 


пе-Таю Kick & Low 
Rush Comho 


Beating Low Kick 
ing Middle Ki 


ewin 
Play Dead 


Low Back Spin 
Reverse U 


Reverse Kic 
Reverse Double Slicer 


Drunk H/M Punch Parry 
Low Parry 


MOUE NAME 

[FACE IS UP AND HEAD IS TOWARD OPPONENT] 
Stand Up 

Lei on Stomach 


(FEET AWAY) 
Stand Up 


COMMAND 
LP + RP 
LP + RP, LP 


RK~RK, LK, LK 
RK~LK 


—,N«LIPIO 21 


>, М + LP<RP<LP [Q 21 

>, М + LP<RP<LP. RP It 21 
>, N + LP 

>, М + ВР, LP, RP, LP 


| 2 , з 
=> + RK, RP, LP<RP<RK 


2 + LP + RP 
о + LK + RK 


© + LK + RK 
15. 214 [LP + LK_RP + ВК] 


COMMAND 


DAMAGE 
18 
18, 18 


10, 8, 8, 8, 15 
=, =, 25, 30 


COMMENT 
BK 
BK 


COMMENT 


- COMMENT 


Lei Wulong 


MOVE NAME Ç DAMAGE COMMENT 
ГРЕЕТ NEAR OPPONENT 

Stand Up 

Lei on 


>Rave Spin 
Go to Sleep 


MOVE NAME 
Stand Up 
Lei on Stomach 


MOVE NAME COMMAND COMMENT 
Crane’s Bill LP GS #5 
Wing of Crane L : OB BK 


Crane Kick 


МОЈЕ NAME COMMAND COMMENT 
-Tiger Strike LP BN GS 
Tiger Claw | : KS 


Razor Rush-SNS LK, LP 1 Ui 
LK, LP<RP 18. 91 


Razor Rush-T6S — LK, LP<RP<LP<RP IU 21 hmmmm 
Razor Rush-CRS : | LK, LP<RP<LP<RP<RK I? 21 | hmmmmm 


PRS 


МОЈЕ NAME DAMAGE COMMENT 
Panther Scratch 16, 20 
Panther Paw 25 JG #6 


Beating Low Kick RK, RP, LP<RP, LK aas 26, 12, 12, 8, 15 
iddle Kick RK, RP, LP<RP<RK IU 26, 12, 12, 8, 15 


Snake Stance 
Crane Stance 


MOVE NAME 1 COMMENT 


Spin to Grab 
Dragon Roar 
Dragon Blast 
Rush Combo 


Tiger Stance 
Snake Stance 


Lei Wulong 


MOVE NAME COMMAND DAMAGE COMMENT 


Spin to Grab LP + LK (See Throws section for information) — 
Rushing Snake LP, LP, LP, LP, LP, LP [31 hhhhhh 13, 10, 8, 6, 5, 5 


‘Snakebite RP, RP<RP 
lesnake LK 


аа 


Dragon Stance 
Panther Stance 


MOVE NAME COMMENT 
Kiss My Fist 


MOVE NAME COMMAND DAMAGE COMMENT 
LK, LK, LK, LK 15,15, 15, 15 


THROW NAME COMMAND DAMAGE ESCAPE COMMENT 
Double Foot Stomp LP + LK 30 
Sleeper Hold RP + RK 30 


Dragon Falls Я + LP + RP 
Out of Control IDRG, LP or SNS, LP + LKI 
ife Gail LP + RP 


Sailboat Stretch ILP + LK or RP + ВК 
Closing Fan ILP + LK or RP + RK] 


Reverse Throw ILP + LK or RP + ВК] ob-throw 


#1: Gan only be started on a blocking opponent. If final hit is blocked, Lei recovers BK. HC: Hits correctly. 
#1b: If Life Gain is initiated, amount of life added to Lei's energy bar is subtracted from the CD: Takes off correct amount of damage. 
damage of throw. SSR: Side Step Right. 
#2: Holding ^ or & immediately after first hit will result іп SNS. CRS: Crane Stance. 
#3: First hit recovers crouching (RC). TGS: Tiger Stance. 
#4: If Slide Kick is blocked, Lei recovers in KND. If Slide Kick connects, Lei recovers in PLD. PNS: Panther Stance. 
#5: If Crane’s Bill is blocked, Lei recovers BK. DRG: Dragon Stance. 
#6: If Panther Paw is blocked, can link directly into Defense Breaker. SNS: Snake Stance. 
#7: Holding back after Panther Tail results in Phoenix Illusion. DRS: Drunken Stance. 
#8: Holding forward after the first or second hit results in Dragon Stance, holding forward PHS: Phoenix Illusion. 
after third hit results in Panther Stance. SSL: Side Step Left. 
#9: Can link directly into Phoenix Strike. 


Guard Point 
Level 
Damage 


‘Guard Point 
Level 
Damage 


Guard Point 
Level 
Damage 7 


Guard Points are points in which you can resume blocking even if the previous hit connected. 


Lei Wulong 


1р + RP, RP 


VS EDDY GORDO 
Keep your distance from Eddy Gordo; i£ you get too 
close, you're going to be in real trouble. It's best not 
to use Lei's Play Dead moves—Eddy has so many low 
attacks, doing this is playing into his hands. Instead, make good 
use of your low combo-breaker, as he uses a low attack almost 
every time. 


VS YOSHIMITSU 


Watch out £or Yoshimitu's sword swipe. Other than the 
obvious power of the move, it can score damage while 
you're playing dead, making it extremely dangerous. Use 


Lei's Low Parry against his multiple spinning low kicks—this is one 
of Yoshimitsu's favorite maneuvers and reversing it gives a big 
advantage. 


| US HWOARANG 


Hwoarang seems to have problems attacking you while in 
the Play Dead position, so use this aspect of Lei’s game to 

Ча maximum effect. Don't forget that his Low Parry can be used 
to break Hwoarang’s low kicking attacks—just wait for the low attack o£ 
his combo, then use the breaker. Also, look out бог his Dynamite Heel. 


VS NINA WILLIAMS 


| Nina is a really difficult opponent for Lei so you'll have 
to work hard, She overuses the Geyser Cannon Combo— 
this is where you can use Lei’s Low Parry to maximum 
effect. Nina uses reversal attacks regularly, particularly on higher 
difficulty settings, so don’t try too many high level attacks; instead, 
use Lei’s many low sweeping attacks. 


VS FOREST LAW 


Law favors the Dragon Tail and Rainbow Kicks, both of 
which are useless while you’re playing dead, so use one 
of the powerful attacks from this position to punish 
him big time! Use Lei’s low combo breaker against Law’s Dragon 
Tail—you must have good anticipation, but the damage you inflict 
more than makes up for the risk. 


VS JIN KAZAMA 


Jin is an excellent character, so he can cause major 

problems. Jin likes to use his Triple Spinning Kick 

regularly and this move can bring about real damage— 
use Lei’s Low Parry to reverse it. As with your battle against Nina, 
use plenty of low attacks, as they render Jin’s dangerous reversal 
move useless. 


"EX VS LING XIADYU 


Here is another tricky character, due to her speed. Use 

the Play Dead technique very sparingly, as she'll attack 

with her backflip moves while you're on the ground. If 
Ling tries to use her Phoenix stance, always take full advantage and 
nail her quickly—use the Reverse Double Slicer combo or even the 
unblockable attack, but you must be fast. 


VS KING 


Use low attacks to take King out before he gets close 
enough to use ground throws. Lei's Low Parry move was 
made to reverse his Stagger Kick. The Low Parry also 
reverses most of King’s 10-string attacks, because many include an 
) t : „%% s s 


Play Desa, һи шш with û Bere: EN Shear “as 
or Falling Tree attack—both are fast, powerful, and easy to do. If he 
TOME ака ss мє uA вень 
your Low Parry. 


VS GUN JACK 


Stay out of Gun Jack’s throwing range or the match will | 

soon be over—for example, his Piledriver inflicts a 

staggering 58% damage. The Reverse Double Slicer, Rave 
Spin, or even the Clean Sweep work well against the slow-moving - 
Gun Jack, as these low Kicking attacks are simply too fast for him 
to cope with. 


VS BRYAN FURY 


1 Mix the style and height o£ attack every time you 
advance. Bryan has no reversal, so if you vary the way 

; you attack him, there's little he can do about it. Use 
moves like the Rave Spin, Spring Kick, or even a sidestep quickly 
followed by a Snakebite combo. 


VS KUMA 


ў Approach this in the same way as the bout against Gun 
Jack: Stay out of Kuma's throwing range and use Lei's 
powerful and varied attacking style to confuse the bear. 
Always take advantage when you knock him to the floor by using a 
pounce attack or, better still, the Falling Tree move. 


№ US HEIHACHI MISHIMA 


The key here is to mix up your tactics—if you use just 
one style of attack, Heihachi will hurt you with 
powerful counterstrikes. The speed and ferocity of his 
Spinning Demon can cause big problems. АП you can do is block 
then try a counterattack when the danger has passed. Use your 
speed to take full advantage of the chances you get. 


VS JULIA CHANG 


Using Play Dead is useful and should be a part of your 
overall strategy, but don't overuse it or Julia will begin 
to counterattack. Julia has a number o£ good chain 
attacks that she uses often. Nearly all of them end in a low kick, s so 
be ready with a well timed block or even a reversal. 


VS MOKUJIN 


This versatile hunk of wood impersonates other 

characters, so no advice can be given for Mokujin 

himself. However, as the bout starts he performs the 
taunt of the character he’s imitating, so if he walks toward you 
with his hands behind his back, he’s Bryan Fury. Read the 
appropriate character's Vs section then fight on! ` 


VS PAUL PHOENIX 


: Lei’s High/Mid Parry from Tiger Stance move really 
` comes into its own against the heavy-hitting Paul 


D 


use his Power Punch attack, trya 


retaliate with a combo or throw, 


ee е * 


P “ Gun Jack v 
Unknown 
Power fighting. 
7 
220cm 
170kg 
Plutonium 
Purpose unknown 
Weapons training 
Self analysis 


Scrap factories 


ack-2 is reborn... When Jane, now a physicist, was eight 
J years old, she was rescued from a bacteriological war by 

the Russian military robot Jack-2. However, Jack-2 was 
later destroyed by a satellite weapon as Jane, still a young 
girl, watched in horror. Jane, now 27, could not £orget the 
nightmare of Jack-2 having collapsed beside her. She spent 10 
years restoring Jack-2 to 9076 functionality, but it seemed to 
have lost the humane characteristics that set it apart from 
Jack-1. Jane worked hard analyzing the program in order to 
return to Jack-2 the gentle soul which had saved her li£e. 
Through detailed analysis, she found that most of Jack-2's 
programming was created by Mishima Heavy Industry, one of 
the subsidiaries of the Mishima Financial Empire. Moreover, 
she discovered a hidden program... Project Gun Jack. It laid 
the groundwork for a new weapon, a pivot gun. In order to 
restore Jack-2 completely, Jane had to approach Mishima 
Financial Empire and solve the mystery of the project. She 
quickly installed the hidden program and brought the newly- 
dubbed Gun Jack to the Mishima Financial Empire. 


Dark Greeting: This is Gun Jack’s unblockable move and its sheer power makes it 
one of his best. The Dark Greeting is easy to perform and extremely powerful—it 
can kill an opponent in two hits! 


The ability to predict and then block opponents' 
attacks is the most important factor when playing as 
Gun Jack. Put simply, if you cannot block their 
attacks, you'll never get a chance to utilize Jack's 
immense power. To do this, you must know and 
understand how the other fighters attack and the 
best way to stop them. This is probably the hardest 
thing to do in Tekken 3, so you could say that 


Gun Jack is a character 
for expert players only! 
I£ you want to 
control him effectively, 
it’s seriously 
recommended that you 
practice your blocking 
skills, honing them 
until they’re near 
perfect. An excellent 
way to do this is to let 
the computer attack | 
you in practice mode. As 


your foe continues their Ex 

assault, you should gradually get used to how they 
attack, and slowly begin to anticipate attacks. When 
you get to this point, you’re ready to start playing 
Gun Jack in earnest! 


"Power is the main feature of Jack’s Sighting 
style, and learning how and more importantly 
when to use this strength is crucial. When played 
correctly, Jack can destroy an opponent very 
quickly—in some cases two attacks can drain an 
entire energy bar. However, opportunities to 
perform these attacks are few and far between, and 


— this yyy В DERE — 
_ drive the power advantage home. 


Gun Jack's Windmill Punches can be used to 
counterattack after an opponent has been blocked. 


u i This deadly string o£ attacks see Gun Jack 


| his huge metal arms around like 
mill sails as he moves toward his opponent. 


move is that 


e 


The best thing 
about this ` 


you can chain 
four of them 
together by 
continuing to 
tap the punch 
buttons. It’s 
certainly E 
worth using all й 
four attacks in 
the sequence, 8 
as the final hit бісів — (зо, 
if all hits connect) and even stuns an opponent, 
should he or she manage to block it! Beware, the 
final swing also has a long recovery time that allows 
a quick-thinking oppo to as 

The Pile Driver E 
throw is Gun Jack's 
most effective “front” 
throw, for a number of 
reasons. First off, it’s 
incredibly easy to 
perform, which makes 
it great to use even 
when you're under 
Pressure in a close 
match. Secondly and ae 
more importantly, it inflicts a massive 58% damage! 
Finally, you can easily follow up with another move to 


к= ась and their guard may 
drop toward the end of the combo, so it's worth using all 

of the potential four hits. 

Because o£ the speed restriction you face when 

Playing as Gun Jack, you must know the attack range ve 
un t que NONI GEI TC ro бе so тоні уон _ — 
asking to be KO'd. Asa rule, never start a combo x 
you're so Tar away Dum yous эрите that the third U 
hit in the chain won't connect. Bear this in mind and 
2 ee 


Ф Many of Gun Jack's 
moves inflict more 
than 50% damage, 
which is obviously a 
huge advantage. In 
addition, he has a 
couple of combo 
attacks that can cause 
anything up to a massive 90% damage. If you can 
control this immense power, Gun Jack is 
extremely useful. He’s more than capable of taking 
opponents out in five seconds—if they make just 
one mistake, the match can be over! 


€ Gun Jack has a massive array o£ attacking 
moves, giving him plenty of options. He's difficult 
to predict and even harder to counterattack. When 


things get tough, use this advantage by never using | 


the same move twice in a row. You must use his 
moves list to maximum effect to make up for his 
lack o£ speed. 


€ When you have knocked an opponent to the 
floor, take full 
advantage and make 
the chance pay—with 
the power of Gun 
Jack, this could 
spell the end for 
your enemy! 
Because of 

Jack’s strength, most attacks result in a 

knock-down, so take the opportunity to 

attack your grounded foe with a regular 

ground strike, or even the Body Press, 

which inflicts much more damage and 

looks cool! 


Ф Gun Jack can throw an opponent 
from what appears to be an 
impossible range. He has the longest 
reach in Tekken 3, even greater than 
Kuma's. If your foe moves toward 
you, use one of Jack's many 
throwing attacks to punish him. He 
has literally tons of throws, so 
there's plenty o£ variation, and this is 
the key. Vary the throws used or an 
opponent will know what's coming and 
do something about it. Mix things up 
and keep 'em guessing! 


E 
= 
= 


€ Speed, or the lack of ne 
it, is the biggest 
problem you’re going to 
come up against when 
playing as Gun Jack. 
It’s impossible to move 
around the battle area 
quickly, and unless you 
know how to play around this shortcoming, you'll 
find Gun Jack extremely frustrating. You need to 
think ahead and get into good positions early. This is 
as hard as it sounds, so practice is essential. 


ft 


HIN: 


€ Gun Jack doesn’t have 
a reversal move of any 
kind, and in a game 
where this type of move 
often makes a major 
difference, you can 
imagine the difficulties 
it causes. As with his 
slow speed, you must adapt your 
1 playing style to overcome this 
problem. This is why it's vital to 
: know how to deal with the other 
j fighters—Jack’s shortcomings 
mean you can’t just hope for a 
7 good result; you must know 
what you're doing at all times. 


ў 
“2 


€ Gun Jack's lack of speed 
renders some o£ his attacks 
almost useless. For example, 
while the Sit Punches 
sequence has a surprise 
factor, a quick-thinking 
£oe can back out of 
range then pummel 
the helpless Jack 
be£ore he can do 
anything about it! You 
need sound judgment to 
select your moves—just 
because a move is in Gun 
Jack's arsenal doesn't 
mean that it’s useful in 
a battle situation. You 
must recognize which 
moves are useful and 
which will cause 
` more problems than 
` they're worth. 
guru E а ает. | 


MOUE NAME DAMAGE COMMENT 
LP, LP, LP 
RP, LP, RP 


[3_>] + LK + RK 25 


З + LP + RP m 45 
Зак о = — _ ` 
LP, RP, LP, ВР ш 10, 10, 10, 10 
RP, LP, RP, LP ш 10, 10, 10, 10 
ugg  Ó(| 5 # o 
LP, RP, LP, RP ш 10, 10, 10, 10 
RP, LP, RP, LP ш 10, 10, 10, 10 — 
Сір M SUME C S UMS C o 
$: + RP + LK L 12 
У + LP, RP, LP, RP 10, 15, 10, 15 J6 
In In Ar жани ы 
©, 2, O, 3 + IP L 
S, 2, 0, № + RP m 
№, 2, LP, LP, LP, RP. і Liim — 
2 + LP, LP, LP, LP, LP, RP ШЕ] 15, 15, 15, 15, 15, 40 
2 + LK, RK, LK, ВК, LK, RK LLLLLL LORS 10, 12, 12, 12 
м | sm à N 26 SS 
LP, RP, LP, RP ш 10, 10, 10, 10 
RP, LP, RP, LP ш 10, 10, 10, 10 
WS + 1р і т т o J6 
WS + LP + RP m 21 J6 
WS + LP + RP, LP + RP mm 21, 17 
FC, LP, RP | Ln 10,25 
FC, LP + RP L ?1 
FC, < + LP, RP, LP, LP mmmh 12, 15, 15, 30 BS 
FC, + LP, RP, LP | йй mmm MEU ^ 
FC, + RP, LP, RP mmm 10, 10, 15 
FC, У + RP, > + LP | тһ 10,8 
ЕС, № + RP, < + LP | жоо . M Qu JJ IT 
FC, У + RP, 0 + LP mL 10,8 
Hammer Rush-High FC, М + LP, RP, > + Lp mmh 15, 12, 12 
| Hammer | 48 o FC, 3 IN RP, + ip = mmm 15, 12, 15 
Hammer Rush-Low FC, М + LP, RP, 2. + тті 15, 12,8 
Hammer Rush-High FC, LP, LP, LP, RP, > + LP LLmmh 12, 8, 12, 12, 12 
 MammerRush-Mid —— FC, LP, LP, LP, RP, œ + LP i Ummm 12, 8, 12, 12, 15 
Hammer Rush-Low FC, LP, LP, LP, RP, 5 + LP. LimmL 12, 8, 12, 12, 8 
Low Cross Cut Saw FC, № + LP + RP ! 21 
bet Up ng KND, Ў + LP + RP | . м. 
>Sit Punches-Left LP, RP, LP, RP ш 10, 10, 10, 10 
Sit Punches-Right | RP, LP, RP, LP ш 10, 10, 10, 10 
gaton Uppercut , , G, S, , № + ВР — i m 22 J6 
> + RK-LP ! 101 
LK + RK (LK + RK, LK + RK) а) 50 #2 
2,2, 5, <, > (up to 5) LP px mil! 20,40,60,80,199 55 #3 
LP + RP + LK + RK Turns all hits into counter-hits. 


LP + LK 


35 

RP + RK f-throw 30 

с o] di о fthrow 40 

Z + LP + RP f-throw 33 

© + LP + RP, 5, с + ВР _ f-throw 50 

Ра и 8 

S + RP + ВК 30 

Volcano Blaster | $, & + RP + RK 30 
ody Sm _ а В — зг 


Choke Slam | | >, > + RP + LK 
Pile Driver 2, > + LP + RP 
Hanging Neck Throw ПР + ВК. ог RP + RKI 


THROU МАМЕ COMMAND DAMAGE 
Spinal Crush 
Throw Away 


KEY TO MOVES 
#1: Hits M up close, hits L from a distance. 


#2: Pressing LK + RK or LK + RK, LK + RK after initial Giant Foot Stomp extends air time. 

#3: After initial <, 2, 2, <, > up to four тоге <, 2, $, <, > can he performed before pressing LP to punch. After three windups, punch is unblockable. 
HC: Hits correctly. 

CD: Takes off correct amount of damage. 


COMBBS 
—ͤ— 


Buard Point 
M 


7 


Buard Point 
Level 
Damage 


Command RK 
Buard Point 
Level M 
Damage 15 5 5 


Guard Points are points in which you can resume blocking even if the previous hit connected. 


Š + LP + RP 


100 


18, 15, 18 


hhm 
MACHINE GUN BLAST 


COMMAND о ug - DAMASE — : — — 
о + LP, LP, LP, LP, LP, RP im 15, 15, 15, 15, 15,40 ©, , 3, YY + ВР 


ми UPPERCUT - _ x RUSHING UPPERCUT-LEFT ` 


X + LP, RP, LP, RP C RA. 


_ SLBINS — 


te a 94e 


—Is 


ми 


TAKEDOWN 


COMMAND 


RP + ВК 


EL 


L 


HUNDER lu: 


CRUSH 


Е WIND-UP PUNCH - 


та ае о 
Е 


ж 
COMMAND چ‎ _ 


=, 2, 3, <, > (up to 5) LP тїї 


u — 


ILP + RK or ВР + RKI 


REVOLVER KNUCKLE 


COMMAND 


V, 2, LP, LP, LP, RP т 


SIDE LEFT BOME 
a — t 


Wb 


= Рә 
Zea м. - 


LEVEL DAMAGE 


Is-throw 40 


— = 


— — г. ue — 
i ; 
е) 


` 
= 
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E VS EDDY GORDO 


Axeid chose combat hilo this ke wawatiy Cum ек 
strength; it's simply asking for trouble against the г 


Eddy to attack, then retaliate with a power move or even a short 
екипни ты 
we нана — 


РЕ Always be on the lookout for his kicking : 

7S : combinations—they're deadly, „ It's 
^ possible for Gun Jack to duck these attacks then 
retaliate with a power move of his own—and when you have Jack's 
power, you only need a couple of chances like that to win the match! 


VS HWOARANG 


“| Hwoarang is the best kicking opponent and the sheer 

| speed at which he can attack causes problems. Blocking 
ч is very important—if you fail to block the first kick, 
Hwoarang will probably continue with more, resulting in much 
damage. If you can block well, Gun Jack can drive home his power 
advantage when you retaliate. 


VS NINA WILLIAMS 


Now this is what you call a challenge! Nina is a fast 
| | character who varies the height of her attacks. You ` 
must learn to read her moves quickly then block and 
counterattack accordingly. Beating Nina any time after the fifth 
stage is very difficult when you're controlling Gun Jack. 4 


| US FOREST LAW 
Law’s speed and high/low attacking patterns are 
problematic, particularly against the slow Gun Jack. 
— However, you should be able to pull off a win relatively 
easily, because Law tends to rely on a small group of similar chain 
. attacks, so it's easy to work out what's coming, then act ` | 
accordingly. Just make sure you take all attacking opportunities! 


s JIN KAZAMA 


1 a master at blocking, keep your distance, 
block, and counter; this will enable you to chip away 
at Jin’s health. If you’re still getting the hang of Gun 
Jack, get in close and use those powerful attacks the robot is 

_ famous for, before Jin has the chance to build up a lethal combo. 


VS LING XIAOYU 


Sf This match requires supreme effort, as the odds are 
24 heavily stacked against you. Ling has such speed that 
PAM you know how ta control she match from the 


style plays right into the hands of the champion 


stili asd Gover metes that a cem pericu а _ 
distance—the unblockable Giant Foot Stomp is a good example. 


of Lei's weird fighting style confusing you. Use Gun 
Jack's immense power to take him out quickly—try the 
Rushing Uppercut and Windmill Punches. If Lei tries to use his Play 
Dead move, quickly perform the Giant Foot Stomp to give him the 


WS GUN JACK 

Your mirror match is decided by one crucial factor— 
your ability to vary your attacks and confuse your 

З opponent. Use a mixture of throwing techniques and 
power moves. If you can back this up with solid blocking, you're in 
a good position to win the match. 


VS BRYAN FURY 


A Bryan has all the elements needed to pummel Gun Jack 
and he certainly knows how to use them! Your blocking 
ability is tested to the absolute maximum and you have 


orks nis B over at «бас Сиш. Try Чочо ta 
things like the Cossack Dance occasionally, as its low attack level 
will surprise your foe. 


it comes to throwing range, so don't be afraid. 


Г VS HEIHACHI MISHIMA 


- mean that this match isn't exactly easy, the fact he's one o£ 
the slower characters and has no reversal move means that 
for once it's not just a case of blocking and counterattacking. И you 


= pick your moments, you can add a few chain combos into the fight. 


WS JULIA CHANG 


This represents another tough match-up. Julia Chang, 


ß ар Mo 
EE De Aves you š iue at this start of the 


art man, part cop, all zombie.... Bryan Fury, an officer 
in ‘the International Police Organization, was killed in 
ha shoot-out in Hong Kong. Bryan's corpse was 
rtéd to the laboratory of a man named Dr. Abel. This 
old scientist was fairly famous in the underground 
ut his findings were often preceded by Dr. 
ch’s. However, at last, he came to the last step o£ 
is master project... the Cyborg Army. Dr. Abel 
а perfect cyborg must have mechanics built by 
oskonovitch, so he re-animated Fury’s body 
him Off to collect this data. In his former life 
n as a skillful detective, but on the other 
always followed by dark rumors. Investigating 
if drug trade, Lei Wulong discovered that Fury 
15 With drug dealers. Bryan sneaks into the 
is Tournament,” targeting Yoshimitsu, who 


This is the deadly Mach Breaker, a jast punching attack that causes big-time damage. 


This move is particularly useful when used as a counterattack. 


The Mach Breaker is Bryan Fury's best attack, bar 
none. It's fast, it does decent damage, and it's not easily 
reversible. It's so fast, it can be used to break some 
characters! combo attacks, and its counterstrike 
power is amazing. It's not perfect, though: i£ your 
opponent ducks the attack as you perform it, it leaves 
you vulnerable to a nasty counterattack. Also, when 
playing against a character who has an attack reversal, 
the Mach Breaker can be reversed because it's a high- 
level attack. For these two reasons, it's best to use it as 
a counterattack; that way it cannot be blocked or 
reversed. Overall, the Mach Breaker is a deadly move 
that can often win you a close match. 


The Snake Edge is a good, fast low 
attack, but its strength is in what you 
do after the move: the Snake Edge 
provides the perfect set up for a 
devastating combo. As with all moves, 
you don't want to rely on this one too 
heavily because it's not difficult to 
block when you know it's coming. But 
because o£ its speed, most enemies won't realize what 
you're doing until it's far too late. 

Because a huge proportion of Bryan's hits are high 
or mid-height, use the Snake Edge occaisionally to à 
STV 
low-level arsenal, so use it wisely. аб 


The Snake Edge 
can really hurt. 


The Slash 
Kick is a great 
all-around 
move. It does 
more damage than even the 
Mach Breaker, it’s very fast, 
and it’s very easy to execute. 
When it’s successful, it 
launches your opponent far 
from you. O£ course, this 
makes you unable to follow 
up with a combo, but this 
has its advantages as well: 
When the move is not 
successful, it still pushes 
your opponents a few 
feet away, making them 
unable to counterattack. 
This move is good when 


Bryan Fury 


Ф Bryan's biggest strength € Bryan's main weakness is 
is easily his amazing that he has £ew low level 
power—he's one of the attacks. From all o£ his 
most powerful fighters, attacking moves, only 
and coupled with his good around five of them strike 
speed, he's also one o£ the at a low height, and this 
best all-around characters. restricts his attack 
Maneuvers like the Hands of Doom, Lair's Dance, variation. The best low attack he has is the Snake 
and High Kick to Rush cause up to 21% damage. Edge, which inflicts 17% damage and knocks ап 


opponent to the ground £or a follow up move. As a 
Ф Bryan's unblockable Bryan player, you must almost solely rely on his 
move, the Meteor Smash, is high- and mid-level attacks. Against characters like 


by far the second quickest e. Jin, Nina, and Paul, who all have attack reversals, 
unblockable in Tekken 3. this can be a major headache. 
used in normal play - ай o BA Ф Bryan’s 10-string attack 
without fear of > A is the worst in Tekken 3. 
counterattack while it powers up, and it in£licts a ` E 4 Every hit of this combo 
massive 60% damage when it scores a clean hit. > 11 lands at high or mid level, 
As part of Bryan's already powerful array of = 7 so the entire thing can be 
attacks, it makes him one of the most СЕ. blocked in the standing 
feared fighters. The Gravity Blow, which Е >] I ^o PT —— guard position. Worse still, 
is the quickest unblockable in the game, š * Ж ` j i£ you're playing against 
is Bryan's second unblockable, and while e : E characters who have an 
this isn't anywhere near as good as the ` 2 attack reversal, they'll 
Meteor Smash, it's quite useful, due to the “Ж reverse the 10-string almost 
speed at which it can be performed. The £F — immediately. Basically, 
Gravity Blow causes 21% damage when it ый when you're controlling 
scores a clean hit. Bryan, you may as well £orget 
© Bryan's three all about his 10-string attack, as it's 
sidestepping moves М 3 effectively useless on any mode except the 
add another \ “Easy” difficulty setting. 
dimension to his К 1 
fighting style. The „ Ф When you're 
Headhunter and Р more than three 
Shell Shock cause steps away from 
33% and 26% damage respectively and : a foe, Bryan’s 
are very difficult to block, particularly - attacking options 
15 you mix them up well. The Cheap are limited—he 
Trick (28% damage) is the most useful isn't designed £or 
o£ all because it can be followed up to long-range combat. You could try a 
create a two-hit combo hitting high combo, but the chances are that your 
then at medium height in rapid opponent will block or even reverse it. You 
succession. It's almost impossible to could use the Flying Kneel Kick, but once 
block effectively—if the first attack again this cannot be relied upon, as it's 
doesn't get them, the second is easily blocked. When you get pushed away 
almost guaranteed to hit home. from your opponent, it's best to quickly 
Very few opponents have the skill move back into range using the dodge ability. 
and speed to block both. I£ you use > This will contuse your toe and make him or 
3 Bryan's sidestepping abilities to ` | her panic. Nothing is more frightening than а 
their potential, you add a whole А powerful character like Bryan coming 
new level to your arsenal. towards you from what seems like both sides! 
ee a 


= 
£s 


LP, RP 

LP, RP, LP, RP 

LP, RP, LP, RK 
LP, RP, LK 

[3_ сіг LP + RP 
LP~RK, LK 
LP~RK, LK, LK 
LP~RK, RP, RK 
LP~RK, RP, LP, RP 
LP~RK, RP, LP, RK 
LK, LK 

LK, RP, LP, RP 
LK, RP, LP, RK 
>, > + ВР 

> + LP + RP 
=>, > + IK 

<= + RP 

© + Вр IP 

= + RP, LP, RP 
<= + RP, LP, ВК 
© + RP, ВК 
eK 

C + LK, RP 

<= + LK, RP, LP, RP 
€ + LK, RP, LP, ВК 
© + LK, ВК 
б, € + ВК 

>, ВК, LK, ВК 
3, ВК 

3 + ЩЖ + RK 
PES 

З + LP, RP 

4 + LP, LP, LP, LP, RP 
го 21) + LK 

I? а]. ВК 

~ + RP 

є + 1К 

S + ВК 

5,0, =, М 

t, 2, ©, N + RP 
WS + LP 
WS + ВР 

WS + ВР, [>_<] + RP 
WS + LK 

WS + LK, ВК 
WS + LP + ВР 
WS + LK + ВК 
SS + LP 

$$ +1Р RP 
SS + RP 

LP + LK + RK 


I2. 21: ПР + LK RP + RKI 


> + LP + ВК 
C + LP + ВК 


LP + LK 

RP + RK 

FC, <, 2, $ + LP + RP 
ILP + LK or RP + RKI 
ILP + LK or RP + RKI 
ILP + LK or RP + RKI 


ILP + LK or RP + RKI 
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5,8 
B, 8, 11, 14 (8, 8, 11, 14) 
B, 8, 11, 12 
5, 8, 15 
14,21 
B, 15, 17 
B, 15, 17, 16 
B, 15, 21, 26 
B, 15, 21, 21, 21 
B, 15, 21, 21, 26 
16, 16 
18, 11, 10, 14 
18, 11, 10, 12 


20, 12 
20, 12, 11, 14 
20, 12, 11, 12 

20, 12 

18, 14, 18 
8 
15 
10 
10, 16 
10, 15, 12, 11, 16 
25 
21 
16 


8 3 


#1 
#1 #2 
65 #1 #2 


98 


88 


Command 
Guard Point 
Level 
Damage 


Command 
Guard Point 


Level 
Damage 


Command 
Guard Point 
Level 
Damage 


#1: Can be cancelled with > + LP before initial elbow is performed. 
#2: Can be cancelled in between first and second elbows with a SS which will initiate a side crouch dash. Side crouch dash recovers crouching (RC). 
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Guard Points are points in which you can resume blocking even if the previous hit connected. 
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FRONT KICK - 


20, 12, 11, 14 


uur BODY BLOW 
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` MACH BREAKER 
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18, 11, 10, 14 


шк SPIN KICK 
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TRIPLE SPIN KICK 
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` CHAINS of MISERY 
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FE, 5, 0, soe D RP 10, 8, 27 
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_ GRAVITY BRAIN BUSTER 


18, 14, 18 


ЕЕ — 
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S + LP, LP, LP, LP, RP 10, 15, 12, 11, 16 
E DES ar вы 


FRONT NECK FULL SWING 
me S | 
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E ELBOW 


— 


ILP + LK or RP + RKI 


VS EDDY GORDO 


Eddy is one of the toughest opponents that you'll have 
to face when playing as Bryan: Gordo's biggest strength 
is in his low, swinging style of attack, and this is the 
weakest part of Bryan's game, as he's focused on powerful high- 
and mid-level attacks. You must block low then counter with 
power and accuracy. 


Lm VS YOSHIMITSU 


Yoshimitsu just loves to attack you with slow turning 
kicks, and his other high- and mid-level attacks. To 

— avoid this aspect o£ his game, simply duck; once the 
danger has passed, attack with a power move or, better still, a 
combo. If he uses any of his stranger moves, like sitting down, use 
Bryan's Snake Edge. 


р Hwoarang has some extremely powerful attacks and 

= Ss will always combo when given the chance—very rarely 
М will you see him use a single kick; it will almost 
certainly be followed by а chain of them. Wait for him to attack 
with a high kicking combo, then duck the attack and retaliate with 
the Hands of Doom combo. 


VS NINA WILLIAMS 
* nb Nina's tough, so winning this fight can be tricky. 

Es However, Bryan's strength gives him the ability to play 
=! the counterattacking game very well. You cannot make 
much use of his low attack reversal, as a high proportion of Nina's 
moves are aimed high, but sound blocking skills will give you many 
chances to counterattack. 


VS FOREST LAW 


Forest's predictable fighting style leaves him vulnerable 
to a character with Bryan's power and speed. He uses 
lots of long combo attacks and flip kick moves and these 
are easy to block or preferably avoid. Once you have evaded his 
attack, counter with something like the Hammer Driver. This should 
be no problem to even an average player. 


VS JIN KAZAMA 


This is another difficult match, mainly because Jin has 
an excellent attack reversal move that effectively means 

—— he can take away Bryan’s powerful style of attack. For 
this £ight, use low attacks like the Snake Edge or Bruce Special. 
Steer clear of high level punching combo attacks, as Jin reverses 
them every time. 


9$ VS LING XIAOYU 
S Ling is a tough character to fight due to her speed and 
= low fighting style, but you can use Bryan’s power move 
chance. Once арай, the mort important facto 1s your ability to 


VS LEI WULONG 


b] Surprisingly, your match against Lei Wulong is quite 
É easy, as his style is unique but predictable when the 

E — = N CPU plays him, so you can easily learn to read his 
attacks. He loves to use the Turning Punch combo; for this, simply 
duck and counter with the Hands of Doom. Bryan’s power will 
floor him in no time! 


VS GUN JACK 
Г Gun Jack's power and throwing ability make this match 
similar to the one against King, but Jack has other 
+ — extremely powerful moves, mainly punches, that rapidly 
drain energy. Because Bryan has no high attack reversal, you have to 
use speed and timing to catch Gun Jack when he least expects it. 
Above all, stay out of his throwing range. a 
VS BRYAN FURY “ ut 
№ Because of Bryan's power and lack of an attack г t A 
the first player to land a good combo attack hoa 
major advantage in this match. If you can rely on your 
ЕН skills to stop your opponent's attacks (it shouldn't be 
hard, as 90% of Bryan's attacks are high), you'll have lots of 
counterattacking chances. 
VS КОМА ^ 
— саке тос его О ' 
reasonable Bryan player. Кита is slow and can be 
combo'ed with ease. The golden rule £or this match is to 
. then move in as У. ki he r 
bear has no chance to throw you. e, 


ë жыгы Aoo T... adii: 
precise, so a simple block is the best idea. While both characters 
о ro аа», г. ree 
your advantage. 


VS JULIA CHANG 


š . ctia к” 1, i 
E^ different heights. The Low Parry can be used to reverse SA 
the low kicking moves that are included in most of her 
combos, but your timing is crucial. It’s important to vary your - 

а аа eee 

if you use the same attack over and over. $ 


VS MOKUJIN 


Mokujin will act like a different character each 
fight him, but i£ you know that 


GI ear smash Paul! The first Kuma died of old age during 
B: its travels with Heihachi. Its child, also named Kuma, 
became Heihachi's second pet. This Kuma is smarter 
than its father, and a good bodyguard £or Heihachi. One day 
when it was absorbed in watching TV, it suddenly went 
wild at the sight of a martial artist with a scarlet go-gi— 
Paul Phoenix! Kuma has trained since that day to defeat 
Paul in battle. It doesn’t think anything of Ogre, аа - 
defeating Paul. T 


Ву far, Kuma’s best attacking move is this extremely powerful Bear Hammer. It's 
one of the fastest in Kuma's arsenal, which makes it difficult to block and even. 


„Д Kuma is arguably the most powerful character in Tekken 3, е 
above the massive Gun Jack, but has low speed and agility, s so 
using this strength effectively causes problems. This all adds up 
to a character who doesn't lend himself well to the novice Tek 
player. I£ you're new to the game, you should go £or a char 1 
| who has balanced speed and strength, as they're much easi 


_ | you | have improved your skills and moved up to 
intermediate (and then even expert) level o£ play, perfecting 


ul кышы demendirates n rare kicking ntiack. Because his legs are so short, this hind 
oj attack is only recommended when you're really close to an opponent. 


Kuma and turning him into a deadly fighting 
machine is an excellent challenge. I£ you can kick 
butt with Kuma, you can truly call yourself a 
Tekken 3 master. 


то play Kuma like a pro, you must utilize 1 the 

immense power you have at your disposal. Because he 

has poor speed and mobility, taking full advantage of 

the strength advantage he holds over every other 
_ character is the only way to win the tougher battles. 
. This means that you must think ahead while you 
fight—decide what to do next and use your skill and 
ability to get Kuma into a good attacking position 
early. If you can do this, you limit the effect his lack 
o£ speed has on the bout and partly cancel out the 
eee your opponent has i in Чак сис агеа. 


і 


Kama has no 10-string attack, but when you take 
into account his size and lack of speed, this isn't 
surprising. As with most of Kuma's attacking 
strategies, the trick is to use this big combo as a 
ounterstrike. Wait for your foe to attack, then 
when the move breaks down, use Kuma's Hammer 
Rush combos to punish them with deadly £orce. 
Successfully using this tactic takes lots o£ practice, 
but when perfected it makes a big difference. An 
pponent may think twice about launching a combo 
attack if he knows that he may find himself on the 
' hit chain if he fails to connect! 


IEEE 
If you're having 
problems delivering 
the whole 10-string 
attack, try using just 
the first section of it; 
this will confuse your 
opponent and make it 
harder for them to 
block or reverse it. 
Defensive play is 
very important, 
because as Kuma, you 
simply don’t have the 
speed to keep an 
attack flowing. This 
means your blocking 
must be first class, as 


you'll be relying on it 
to give you lots of 
counterattacking 


chances. 


Ф Kuma's 

biggest strength 

is without a 

doubt his 

amazing 

power—he can 

kill an 

opponent in a 

couple o£ 

attacks, putting P = 

him among Tekken 3’s deadliest characters. If you 
can use this power to your advantage and find a 
way of minimizing his speed limitations, Kuma is 
a good fighter. Mastering Kuma is one of the 
ultimate challenges in Tekken 3. 


€ Kuma has an excellent throwing range. Along 
with Gun Jack's, it's the best in the game, and this 
makes him a threat from a seemingly impossible 
distance. You can use this range to spring a 
surprise attack on a careless opponent when he or 
she least expects it—for example, if he or she 
attacks and misses, pull out a quick counter-throw 
for huge damage! Because Kuma’s throws are by 
far his most powerful attacks, you only need a few 
of these chances to KO an opponent: A single 
counter-throw £rom the mighty Kuma can in£lict 
almost 65% damage! 


Ф The £inal factors 
that add to 
Kuma’s overall 
strength are his 
unblockable 
attacks. While 

many characters have one or maybe 

two unblockables, Kuma has 

two. Only Yoshimitsu has more 

moves of this type, which 

gives Kuma an advantage 

over most £ighters. His 

| unblockable moves are the 

Fatal Wind (200% damage!), 

and Deadly Claw (35%). The 

ultimate power o£ the Fatal 

Wind makes it the best, but 

using a combination o£ 

both gives you a 

powerful and varied 

way o£ quickly 

devastating your 

enemy. 


Ф Kuma's biggest weaknesses 

are obviously his huge size 

and complete lack o£ speed. 

Moving around the battle area 

and pulling off moves under 

pressure is a big headache 

when you have poor maneuverability. 


@ With no reversal attack of any kind, Kuma is 
an easy target for long chain attacks. A fighter 
can attack Kuma in relative sa£ety, knowing he 
or she cannot reverse their moves and hasn't got 
the speed to avoid them. Unless the Kuma player 
is an expert blocker, they at least score a few 
hits. This becomes even more of a problem for 
Кита when you play with guard damage 
switched on—even when you block your 
opponent, you still lose energy! In this situation, 


` | the only thing you сап do is use the sidestep 
ability to try and avoid chain attacks. 


Ф Кита’; sluggishness makes 
him particularly vulnerable to 
high/low chain attacks, as he 
simply hasn't got the speed to 
q === change his stance in time to 
== deflect the blows. This 15 a 
major problem against characters like Julia Chang 
and Nina Williams, as they have high/low 
attacks that will have Кита on his back in 
no time! To play Kuma successfully, you 
must be an expert blocker who can read 
and recognize when, and more importantly 
where, their opponent will attack next! 


€ Because Kuma has such short legs— 
after all, he is a bear!—his kicking 
^. attacks have an extremely short 
ы range, making them the perfect 
\ counterattacking target. 
` Opponents can just hang back out 
of sweep range and wait... then 
when the Kuma player attacks 
with a kick, they move in and use 
a big combo £or huge damage on 
the counterattack. It's 
recommended that you use 
punches £or the majority o£ 
each round, and only use 
Kicking attacks when 
you're at close range and 
are certain they won't 
„жт fall short. 
—— 


Bear Hammer 
Jab Elbow Hammer 


Double Hammer 


>Sit Punches-Left 
>Sit Punches-Right 


Demon Uppercut 
Double Claw 


Rushing Uppercut-Left 
9 Uppercut-Right 


Uppercut-Grizzly Claw 
Batter U 


Wind Mill Punches 
Triple U ercut-Left 


Hammer Rush-High 
Hammer Rush- 


гы 
Hammer Rush-High 
Hammer Rush-High 
Hammer Rush-Middle 
Bet Up Punch 8 
>Sit Punches-Left 
>Sit Punches-Right 


Dance With Me 


THROU НАМЕ 
Bear's Bite 
Bear Hug 


Воск “М Roll 
Choke Slam 


um 
Swing Swung 


#1: Опіу works if initiated when opponent is downed. 


COMMAND 
LP, LP, LP 


10, 10, 10, 10 
10, 10, 10, 10 
[>_>,>1+LP + RP 


У + LP, RP, LP, RP 10, 15, 10, 15 
У + RP, LP, RP, LP 10, 15, 12, 15 


<, 2, 3, М + RP 
Z + LK + RK 


WS + LP, RP 
WS + LP + RP 


FC, + LP, RP, LP, LP 12, 15, 15, 30 
FC, A LP, RP, LP _ 15, 12, 15 


FC, М + RP, > + 1р 
+ RP, +LP 


KND, 
LP, RP, LP, RP 


RP, LP, RP, LP 


€ + LP + RP 


©, € + RP + LK + ВК 


COMMAND DAMAGE 
LP + LK 40 
RP+RK à 10, 25 


>, <, J, 2, €, > + LP + RP f-throw 
[LP + LK or RP + RK] Is-throw 


@ АП Kuma's moves and Strategies can also be used £or Panda. 


ESCAPE 
LP 
RP 


-le CANNON _ 


KND, $ + LP + RP + RP, LP, RP, LP 


= RE WELCOME i Ш BEAR NUS. 


<, > + LP + RK 


E 


10, 25 


SWING Nê SWUNG 


| LP + LK + RK 


VS EDDY GORDO 


‚| Eddy will come at you fast and furious. Play a defensive 
| game at first, but watch for your opportunity to take 


Сй VS YOSHIMITSU 


* Yoshimitsu isn't difficult to beat, provided you play the 
Я waiting game, then use Kuma's power to counterattack. 
However, you must be able to block all of Yoshimitsu’s 
spinning kicks and other such fast attacks to have a chance. Always 
go for a throw as soon as the match starts nine times out of ten, 
you get a free strike. 


VS HWOARANG 


Hwoarang uses lightning-fast kicks and sheer speed to 
overwhelm his opponents, so he's terrifying for the 
slothful Кита. Your blocking is vital: If you fail to 
block the £irst kick, you can almost guarantee he'll £ollow it with 
more. If you can block his attacks, you have the chance to use 
powerful counterattacks; i£ not, it's game over. 


| This із a real tricky match. Nina is fast, powerful, and 

| difficult to block consistently. Unless she's committed 
hersel£ to a big move, you can't often grab her, and this 
takes away Kuma's advantage. You have to rely on blocking and 

‚ hopefully pull off a few counterattacks. You have to be a Tekken 
expert to beat Nina on the high difficulty setting. 


VS FOREST LAW 


| Law is tough. Grabbing this guy on the hardest difficulty 
| setting is almost impossible—he reverses the throw and 
4—| usually comes back at you with a combo. Basically, you 
should only use throws on counterattacking chances. Instead of 
throws, try using the Triple Uppercut—it's powerful and quite fast. 


VS JIN KAZAMA 


Jin is another tough opponent for Kuma, this time 

_| because he has an attack reversal and a huge range of 
powerful kicking moves. Fast and furious is the key 
here: The longer the fight goes on, the more likely Jin will gain the 
upper hand. Stick with Kuma's most powerful attacks, the Bear 
Hammer and the Overhead Smash. 


Ў VS LING XIAOYU 


Once again, the fast, agile Ling represents a challenge. Use 
the Overhead Smash/Double Hammer combo to punish her 
1 whenever you can. This move is arguably Kuma’s fastest 
ore is about the only combo that's worth attempting. If you 


[7 KING 


Yet another difficult match, this one poses a new 
problem. Kuma’s strength lies in his excellent throwing 
- ability—untortunately, so does King's, plus the wrestler 
speed. adv: antage. Use jabs to keep King out of throwing range 
ise Kuma's power attacks when you get the opportunity. Moves 
ill Punches, Triple Uppercut, and Hammer Rush all 


| VS LEI WULONG 


> This is a surprisingly easy fight for Kuma. All you need 
| | do is duck low and wait until Lei moves in with his 
punch combo; it’s.a favorite move of his, so you won't 
have to wait long. After you have blocked the second punc! 
counterattack with a throw. Try the Rock N Roll Circus, as и 


— inflicts a huge 60% damage. Ç 


us GUN JACK - 


Gun Jack is very similar to Кита, relying on strength 

and throws to compensate for his lack of speed. So as 

you have probably guessed, the key maneuvers in this 
fight are blocks and counterattacks. The fighter who can repel his 
opponent’s advances the most skillfully holds a huge advantage in 
this battle of the heavyweights. 


ў У5 BRYAN FURY 


| Bryan has all the elements needed to pummel Kuma into 
the ground time and time again. In this match, your 
blocking ability is tested to the limit. As well as your 
rowing attacks, you should use some regular moves. Try using 
something like the Sit Punches combo, as its low attack level will 
surprise Bryan. 


VS KUMA 


This mirror match should be approached in the same 
way as your fight with Gun Jack—blocking and 
counterattacking are the orders of the day. Watch out 
for the CPU's ability to perform throws from a seemingly impossible 
distance, and don't forget that you can stop a throw by performing 
the button motions for a throw at the same time. 


| US HEIHACHI MISHIMA 


Аз soon as this match starts, go for a throwing attack, 
followed by a ground attack, which should give you 
almost a 50% lead in the energy stakes. Now it's just a 
matter of staying back and blocking Heihachi's power moves, then 
counterattacking with something like the Triple Uppercut and 
another ground attack. 


VS JULIA CHANG 


Julia is a weak character who should be easily beaten on 
| | the lower difficulty setting, but when things are harder, 
з» she begins to reverse your throws, causing no end of 
headaches! When she does this, hang back and use skillful blocking to 
stop her high/low attacks, then launch a counterattack of your own. 


VS MOKUJIN 


Mokujin changes the character he copies each round, in 

effect giving him a different fighting style each time. No 
Specific advice can be given, but if you watch him at the 
start o£ the fight, Mokujin performs а characters’ taunt. If he shakes : 
his hands at you while they smoke, for example, he's “om 8 
Gun Jack, so use that Vs strategy. : 


ў US PAUL PHOENIX 


which Paul disposes of some opponents, Kuma doesn’ 
fair too badly. Stay one step away—that way Paul’s 
power moves are easily avoided with a sidestep—then perform a 


_ power move like the Grizzly Claw to inflict a massive 40% dam e. 
Follow up with a ground attack to cause even more pain. 


Heihachi Mishima 
Japanese 


Mishima-style 
fighting karate 


Leader of the Mishima 
Financial Empire 


Meditation, bathing 
Ruling the World 


Nothing 


SURE 


amily matters.... Heihachi retrieved the Mishima 
Financial Empire by defeating his son. Scheming to 
further develop the MFE, Heihachi organized Tekken 
Force, the MFE's private corps, and dispatched them to settle 
disputes and bring wasteland under cultivation to £eed the 
poor countries of the world, in order to gain the support o£ 
leaders worldwide. Fifteen years later, a secret excavation o£ 
Central American ruins by the Tekken Forces unearths an 
unusual find. They were annihilated by a mysterious being. 
Heihachi realized that the mysterious being could be the 
legendary Ogre, and took action to realize his life’s goal: to 
capture Ogre and therefore rule the world. One day, Heihachi 
was visited by a 15-year-old boy named Jin Kazama. Upon 
being informed that Jin was his grandson and hearing what 
had happened to his mother, Jun, Heihachi reasoned that Ogre 
thrives on the “strong souls" of others. Heihachi trained Jin to 
use him as a decoy to lure Ogre. In Jin's 19th year, Heihachi 
declared to the world that the third King o£ the Iron Fist 
Tournament was forthcoming. At the same time, he noticed 
that Jin, the youngest of the Mishima bloodline, began to show 
the same dangerous power Kazuya had. Heihachi decided to 
dispose of Jin after he lures Ogre, in order to end the doomed 
destiny of the MFE. 


This is the deadly Demon Breath move and is the most useful attack in Heihachi's 
arsenal. It's extremely easy to perform, does lots of damage, and better still, it can 
be used to finish a combo with power and style. 


You first need to 
learn how to utilize 
Heihachi's Crouching 
Dash technique. This 
move is very __ 
‘important, as it 
compensates for his 
lack of mobility and 
speed. Heihachi can 

| cover a relatively 

; | large section of the 
E ES fighting area—about 
: two or three steps—in a very short period of time, 
plus there's the advantage of avoiding all high level 
attacks during this movement. 

His most potent form of attack follows the 
Crouching Dash or Spinning Demon. When Heihachi 
performs the Crouching Dash, his opponent simply 
cannot tell what's going to come next. You could go 
for a Dragon Uppercut that hits mid, a Jumping 
Mid Kick, which obviously strikes at an opponent's 
mid-section, or even a powerful low Spinning 
Demon. These are just three examples from many 
variations o£ attack, striking at different levels to 
make it almost impossible for an enemy to know 
where to block to avoid a battering. 


You can even i follow the Spinning Demon with 
е Demon Uppercut to form a small chain combo 


Pus for all o£ your Mec 


thinking about blocking, instead of using a strike of ` 


An excellent little tactic based around the ` 
Crouching Dash is the “fake out.” This simple but 
effective ploy involves performing the move but n 
following it with an attack. Heihachi simply moves 
three steps closer to his opponent then returns to 
the normal standing position. Because your x 
opponent will expect an attack, he or she will be 


his er her own, so you have a second to take the 
advantage before he or she realizes what has 
happened. Try something like the Neck Breaker—it 


inflicts 30% damage and looks really cool 

One o£ Heihachi's most dangerous maneuvers is the 
Hammer to Power Punch combo. This two-hit combo, 
which looks almost identical to Paul Phoenix’s combo 
of the same name, is extremely powerful and, 
more importantly, £ast. The mid-level Hammer 
Punch takes almost no time to perform and is 
extremely easy to pull off, making it perfect for 
tight situations. The following Power Punch, 
which also strikes at mid level, is even more 
powerful and inflicts satisfying damage—if 
both attacks connect, you drain around 41% of 
your enemy's energy! 

Many experts agree that in Tekken 2, 

Heihachi was extremely strong, but lacked an 
attack that was fast and almost unreversable. 

In Tekken 3, he has an attack that fits this 
requirement almost perfectly—Demon Breath! 
Provided you don't overuse it, this attack is a | —< 
real killer. It's fast and powertul, draining — 
22% o£ energy when a clean hit is scored. 

With a character like Heihachi, who has 
— amounts o£ power but lacks speed, U 
| hitting а downed opponent is important, as it 

Î gives you an easy, almost free attack. Knowing 
which form of attack to use is essential. Pounce — 
attacks are very risky, for example, because Heihachi ; 
too slow. Use a Spinning Demon, then if your : 
opponents don't get back to their feet quickly, you 
can continue to use the move to score succe S 


Heihachi Mishimna 


© Heihachi is one of the = : Ф Despite his power, 
most powerful characters in e : * 22 Heihachi isn't a young man. 
Tekken 3. He has an a Й. Mis age is beginning to show, 
awesome blend o£ power 2 > and this is particularly 
and juggle combos. His 9¢ noticeable in his speed. He 
arsenal of moves isn't as > — = — isn't as fast as in previous 
large as some of the — a <== Tekken tournaments and this 
fighters’, but he has enough to mix up his attacks and can cause problems, particularly when trying to utilize 
keep opponents guessing. This also means that you can his power moves which usually have to be performed 
perfect his moves in a relatively short space of time close to your opponent. As you can appreciate, it’s 
and thus develop a rounded game. difficult to get close to foes when you have limited 
mobility. You must learn to take advantage of your 
Ф Heihachi has a number of powerful moves that enemies’ mistakes, which takes time and practice but 
set him apart from almost every other character— this skill develops as you play. 
moves like the Twin Pistons, Hammer Punch, 
Rising Uppercut, Heavy Power Punch, and Demon Ф As a result of his lack of speed, a good deal of 
Breath all inflict more than 20% damage. The other Heihachi's chain attacks can be reversed or blocked 
good thing about most of these moves, and many o£ between hits. Against faster characters like Nina, 
Heihachi's other attacks, is that they're easy to Paul, and Ling this can be a real headache, and the 
perform, a real bonus in the heat o£ battle. You can only way to get around it is to fight cleverly. You 
afford to play like a turtle for a while and wait for should use short, powerful combination attacks that 
your opponent to come £orward, then devastate give your opponent no chance of reversing. Using 
him or her with power moves. long chain attacks is asking for trouble. 


€ Throwing techniques ` y € Heihachi doesn't have a proper 
have always been a big and reversal move — charging Hard only 


extremely useful part of : , works on right kicks! Unless you're 
Tekken combat. In Tekken 3, p intimately experienced with your 

this game element has — assailant's moves, it's highly unlikely 
become even more you'll be able to see a high right kick 


important, particularly = coming soon enough to use the 
with the addition o£ the sidestep ability. € reversal. You need to be 
Heihachi has a good variety of throws that | familiar with all 
utilize his immense power: £our £rontal = > characters so you can 
throws, two side throws, and Р : dodge or block then 
one that can be done directly EE š > ; _ counterattack their 
behind an opponent. The side 1 CEPR M D і favorite moves, as 
throws are particularly useful; Я ` that important 


when used directly after a sidestep, À bd. «Ў P. Tekken 

they're a great way to counterattack an 2 |J $ reversal 

oncoming opponent. з ability is 
basically missing. 


Ф Heihachi's unblockable attack is the Lightning Я 
Hammer. In а shower o£ electrical energy, — ° 

Heihachi raises his arm and powers up the 

unblockable attack, then unleashes the 

accumulated power in a chopping 

motion that smashes his opponent to 

the ground. This move has a number 

of useful properties: it’s very easy to 


perform, drains nearly half your 
enemy's energy, and is extremely 
fast once it’s charged up. 


MOVE МАМЕ _ COMMAND — — DAMAGE 
Left Right Combo LP, RP 8, 8 (6, 8) 
5, 8, 18 (8, 8, 18) 


5, 8, 22 (B, 8, 22) 
25 


Demon Massac 
Demon Lair 


Demon Shout 
Right Splits Kick 


Left Splits Kick 
leaping Side Kick 


Shadow Step €, S, М + LK + ВК 
Hammer Punch 5 +IP 


Beta" Stomping 
Twin Pistons 
Hell Axle 


Heavy Power Punch 
Dragon Uppercut 
ы 
>, N, 3, & + LK 
>, N, 2, N +LK 


Dragon Ippercut | 
>Demon Uppercut 
>Tsunami Kick 


Auger (Taunt) RP + LK + RK 
i Hammer У + LP + RK I Е 
rging Hard | ёй Counter-hit an opponent's right 
Crouching Dash — 


` THROW NAME COMMAND POSITION DAMAGE ESCAPE 


Neck Breaker 


=>, > + LP + RK f-throw 
ILP + LK or RP + RKI Is-throw 


ILP + LK or RP + ВК 


#1: Can only be performed when opponent is downed. 
#2: If any of the Hell Sweeps are guarded high as the initial hit, the opponent will take slight guard damage. 


Buard Point 


Buard Point 


Guard Point 


Buard Point 
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Heihachi Mis! 
. FESH PUNCH COMBO Ew V — 
E] Fr = | DES =, T — 


COMMAND COMMAND — — = z DAMAGE 


LP, 1Р<ВР : hhm Ç 5,8, 18 [3 8, 18) 3 + ВК 25 


* 
=== 


wm — — л» P x= ~ - 
COMMAND LEVEL DAMAGE COMMAND LEVEL DAMAGE 


D, % c^ + RP 30 (*40) 2 + LK, ВК mm 17,22 


JUMPING ZUM SR SEINE MID ur 
dde ET | 


" — a Б — ad ® 
— = cà x н — 
COMMAND LEVEL DAMAGE 


>, № 9, M + LK L 21 >, М, 2, $e ІК 35 


RBS G UPPERCL 


2 сай E" = " ёта = 
; i zi ` mi, "T ES 


— AND E — Im н — == = — EB o Ä—-— 
i 5 N + LK + RK >, М, 3, № + RK (RK, RK), RP Шт 4704, 14) 25 


SPINNING DEMOI-DRAGON UPPERCUT E — ая Е 


— — мы 


COMMAND z Tas ~ DAMAGE 


а z ? Е а "ә 
ES Г D, м + ВК (RK, ВЮ, LP 17 (14, 14) 35 (52) c», М, 2, № + RK (RK, ВЮ LLL 17 (14, 14) 


_ TSUNAMI KICK __ , , TWIN PISTONS | 


throw 


bulk DRIVER ~ E a zT STONEHEAD - 
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: HEIHACHI МІ: 
15 EDDY ды — 


us YOSHIMITSU u 


Because Heihachi has no real reversal a attack, you have 
to use more cunning tactics to gain the upper hand. 


! Unless you're on the Highest difficulty setting or beyond 


VS HWOARANG 


Concentrate on utilizing Heihachi’s powerful attacks to 
maximum effect. The Crouching Dash is very useful in 
this match—because about 60% of Hwoarang’s moves are 
high attacks, you can use the crouch technique to get close to your 
foe in relative safety. Once close, use your powerful advantage. 


Nina's speed, strength, and fast chain attacks make her 

deadly against the relatively slow Heihachi. The trick in 

this match is to keep her at a manageable distance—if 

_ she gets in close and brings the fight to you, it spells disaster. Her 
favorite attack seems to be the Blonde Bomb, so use a quick sidestep 
to avoid it then follow up with a throw. 


| VS FOREST LAW 


Law's predictable style of combat makes him an easy 
target for counterattacks. As always, your blocking 
skills must be first-class. Wait for the fast-moving Law 
to begin one of his chain attacks and when you have blocked it, 
retaliate with a move of your own. The Demon Uppercut works 
particularly well when Law tries one of his many kicking combos. 


VS JIN KAZAMA 


| This is almost a mirror match, as Heihachi and his 
i № {| grandson have similar fighting styles. The main 
— —] differences are that Jin has reversal moves and less 
_ power. You should continually vary your attacks; if you fail to do 


this, Jin will soon wise up to you and reverse your power moves for 
big-time damage. 


VS LING XIAGYU 


Ling uses her array of moves to confuse you and then 
attacks hen your guard is down. As with so many 


— — Mishima 


SHIMA VS CPU STRATEGIES 


US LEI WULONG 


: player. Simply use power attacks to maximize your 
speed advantage. The Crouching Dash is particularly useful and can 
lead into a combo that can easily be varied. — 


| VS BRYAN FURY 


This match is one o£ the toughest in Tekken 3. Bryan can 
match Heihachi when it comes to combo attacks and 
power moves. Limit the amount o£ times you use the 
lemon Uppercut and Twin Pistons, as Bryan has the speed to nail 
you after you've completed them. Pin him down and use Heihachi's 
power moves to keep him under constant pressure. 


VS KUMA 


This Kuma is slightly faster than the one in Tekken 2 but 
still represents as easy victory for the competent 
Heihachi player. Use a combination of power moves and 
chain attacks to ensure an easy victory. The only golden rule is not 
to get close unless necessary, as Kuma's throwing range is immense. 


| VS HEIHACHI MISHIMA 


Whoever draws first blood wins! The CPU-controlled 
fighter is extremely aggressive but also very predictable, 
and this gives you the upperhand. Simply wait for 
Heihachi to make the first move, then either block and counter or, 
better still, sidestep then pummel him with a combo. 


VS JULIA CHANG 


| As Heihachi's outclassed in the speed department and 
| has no real reversal move, you must play a waiting uc 
game and only attack when an opening presents itself. | 

I£ you try to force the pace of the match, Julia will run rings 
around you. Wait for her mistakes, then punish her with power 
attacks and combos. 


VS MOKUJIN 


| Mokujin changes the character he copies cock round, 
| giving him a different fighting style each time. Watch 


= him before the fight begins and he gives you a clue. If he 
walks toward you with his 4 


- best way te ын Башы ook solidly, 


strength. Heihachi's lack of a proper rev. 


Julia Chang 
American 


Chang Kenpo 


Mishima Zaibatsu 


я а ай 


earching £or Michelle.... Julia studies archaeology in 
Michelle Chang’s tribal lands. As a baby, Julia was 
deserted in the ruins of ancient Native American 
settlements, where Michelle found her. Michelle rescued _ 
Julia and brought her up with love. Julia loved Michelle and 
her adopted tribe and trained with Michelle to protect her 
beloved homeland. When Julia was 18, stories of sudden 
disappearances of famous martial artists all over the world 
began to reach the tribe. The tribe knew the cause, which 
was contained in the tribal legends... the legend of Ogre. 
People in the tribe feared that Michelle's pendant, the key 
to a Native American sacred treasure, had something to do 
with the disappearances. With apprehension spreading 
through the tribe, Michelle left £or Japan to ask Heihachi 
why he had sought to take the pendant during the second 
tournament. Michelle hoped to learn about the origin o£ 
Ogre's power, but she never returned. Julia suspected 
Heihachi and now seeks him out to discover the truth. 


Julia's strongest move is a combo attack, the fearsome Rush Bow & Arrow Kick. The 
reason why it’s so good is simple—it strikes opponents three times at different heights, 
making it extremely difficult to block. 


g knocked to the floor and dealing 
with the results as best you can is a 
rge part o£ Tekken 3 gameplay. When 


ow're playing as Julia, however, your 
_ Speed and agility should certainly help 
you. Make best use of her speed by 3 
oing for a sweep as she gets back to 
her feet. Not many opponents have the 
knowledge, experience, or simply the 
ability to block low in time to stop this cheeky little 
attack. You also have the chance to £ollow it with a 
ground attack, which once again means you can 
make use of Julia’s excellent speed. 


. £ £u 
They all injlict high amounts oj damage and are easy to perjorm. 
Julia is a much better character when she's 
advancing to attack her enemy. This is true for most 
Tekken 3 fighters, but in Julia’s case, her lack of 
defensive moves makes this factor more important. 
To sustain a constant and varied attack for about 70% 
of a fight takes lots of practice, complete knowledge 
of your character’s moves, and the ability to think on 
your feet. Your moves should flow together so that 
your opponent hasn’t time to think. Use as many 
different moves as is practical—if you become 
predictable, you’ll be stopped with counterattacks 
and reversals. If you're playing against a character 
with an attack reversal (Paul, Jin, Nina), use Julia's 
shoulder attack more often—it cannot be reversed. 
Another important skill when 
. playing as Julia Chang is the ability 
to counterattack an opponent 


Julia uses a three-hit combo to counterattack Heihachi. Once the first hit of the 
combo has connected, the following two are guaranteed. 


Counterattacks generally fall into two categories: 
major and minor counterattacks. A major 
counterattack is when you tackle your opponent 
before he or she can deliver the move—while 
charging an unblockable, for example. Julia’s speed 
makes this easier, but you must still instantly choose 
your countering move. А minor counterattack 
involves blocking, avoiding or dodging an opponent's 
attack, then hitting him or her before he or she has 
the chance to block. Once again, Julia's speed 
Simplifies this skill. Try countering with a throwing 
attack or the G-Clef Cannon combo. This move works 
well for a major or minor counterattack and causes 
around 21% damage—this may increase, as the hit 
Scores as a counterattack. 

While Julia has 
no real attack 
reversal—the Low 
Parry only 
reverses low 
kicking attacks— 
the ability to 
escape throwing 
techniques is a 
very useful skill 
to have, 
particularly as 
two of her longer chain combos can be stopped 
relatively easily, giving an opponent the 
opportunity to use a throw. I£ you're doing a long 
combo and think your opponent is going to use a 
reversal throw, be ready to press the correct 
button to escape it. The hardest part of breaking a - 
throw is recognizing which throw your opponent 
is using and therefore how you must break it, but 
Julia's speed makes it a little easier. 


«9 Speedy Julia gets behind her 
opponent, then uses a back throw. 


The G-Clej Cannon === LP, LP) makes jull use oj Julia’s speed. It’s one oj her most 


рее attacks. 


Julia Chang 


II 


брае 


' D О 1 


oppo D 
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@ Julia's biggest 
weakness is her lack o£ 
attack power, which 
discourages people 
from choosing her. Her 
power is arguably the 
lowest in the game, 
and this means you 
sometimes have to hit an opponent almost twice as 
D many times as they do to score the same amount of 
D damage. The only real power move Julia has is the 
е E Twin Arrow. This double punch stuns an opponent 
if blocked and causes 25% damage when a 
clean hit is scored—which by Tekken 
standards is a little low. 


Ф A second problem 15 
that she can be very 
vulnerable to a 
counterattack when 
she misses with a 
combo. This problem is 
amplified by her lack 
o£ strength. I£ a 
powerful character like Paul 
Phoenix or Heihachi Mishima get 
a counterattacking chance, he 
can wipe out 50-60% of her 
energy! When you go for a 
combo, you must make sure it 
connects or you're left open to all sorts 
of counterstrikes. 


9 Julia is ~ ү 

бай ай». À e. $ «Тай 

difficult to i * F^ 

learn—you to 

can't E A á 

i = = 

simply E N^ š 4 T 

choose her а —Ax 35 кє 
i ‚ and expect ZE 78 


to have everything sorted out in a 
matter of minutes. You have to put 
in a lot of practice if you want to 
be good with her. This difficulty 
factor is also present in her juggle 
combos, which are easily her most 
potent form of attack. Julia is a 
good character but she’s one of the 
hardest to learn, and coupled with 
her lack of power, it’s enough to 
make players shun her. 


G-Clef Cannon 
ush 


Machine Gun-High Kick 


Ultimate Cannon 
Slash Uppercut 


Elbow-Skyscraper Kick 


 FeotStomp — 
Rapid Counter Attack 


lightning Bolt 


Axe-Mini Bow 
Bow & Arrow Kicks 
Front Snap Kick 
Mid-Ultimate Cannon 
Sweep 
Razor's Edge 
Sweep-Head Kick 
Sweep-Low Kick 
Slow Power Punch Combo 
_ Slow Power Punch to High Kick 
Slow Power Punch to Low kick 
Slow Power Punch 
Uppercut-Middle Smash 
ppercut-Low Razor 
Spinning Slash Uppercut 
Quick Slash Uppercut . 
Double Low Slash Uppercut 
Skyscraper Kick 
Spinning Sweep Combo 
Hello Again 
Lower Parry 
Heavy Uppercut 
Supercharger 


Death Valley Bomb 
Knee Suplex _ 


Arm Lock Suplex 
Mad Axes 


Headlock Face Crusher 
Twisted Sister 


Reverse Throw 


LP, LP, LP 
LP, LP, RK 


LP, RP, RK 


RP + LK, LP 


RK, RK, 2 + RK 
> +IP 


= LP-RP. = 


>, > + 

>, > 4 LP, RK 

Bala RK 

3, 9 + LP 

0, X + LP, RP 

$ + LP, LP 

ILP + ВК 5: + LP, RKI 

ПР + ВК 5: + LP, RK], LK 
S + К 

Ў + RP, LK, LP 

3 + ВК 

3 + ВК, LP 

2 + ВК, RK 

3 + RK, 3 + ВК 

WS + ВР LK-RP 

<; + RP, LP 

< + RP, RK 

© + RP, LK 

< + RP 

[WS + Rp LK-RP1, RP 
IWS + RP LK-RPI, LP, LP 
[WS + Вр IK-Rpl, ВК 
[WS + ВР IK-Rpl, ВК, LP 
IWS + Вр LK-RPI, RK, RK 
[WS + RP_LK~RP], ВК, 2 + ВК 
WS + RK 

FC, Ss + RP 

FC, < + ВК, LK 

RP + LK + RK 

L9. 21 + ILP + LK RP + RKI 
> + + ВК 

LP + RP + LK + ВК 


20, 12, 21 


EI 
20, 12, 23 


15 


15, 12, 21 
(45,12, 23 
15, 12, 10 
15 
20 


12, 15 


! 50 
Turns your hits into counter-hits. 


Is-throw 
rs-throw 


ob-throw 


ІР or RP 


31: Low Power Punch must connect to work. 
32: Can only be performed if right punch connects. 


HC: Hits correctly. 
CD: Takes off correct amount of damage. 


Command RP ір LP RP LK LK LK 

Guard Point . ° ° 

Level H M M M L H M H L M 
Damage 8 B B B B B 6 7 8 25 
Command RP LP LP RP LK LK RP LK RP LP 
Guard Point ° е °. 

Leuel H M M M L H M L M M (Throw) 
Damage 8 B B B B B 1 5 5 30 
Command RP LP LP RP LK LK RP 1р RK LK 
Guard Point ° ° ° 

Level Н M M M L H M M L M 
Damage 8 B B B 6 6 7 7 10 25 


Guard Points are points in which you can resume blocking even if the previous hit connected. 


COMMAND LEVEL “май COMMAND — DAMAGE 


E — Waaa = 


| COMMAND LEVEL DAMAGE COMMAND LEVEL E 


Eames аша. 


COMMAND = 1 à = DAMAGE DAMAGE 


Julia Change 
MACHINE SURN РОВСН __ 


_ UPPERCUT Tf 2. QUICK SLASH UPPERCUT _ 


Bm. uw SLASH U UPPERCUT 


.. 


VS EDDY GORDO 


Eddy and Julia „ 
of Eddy's attacks are faster than Julia's. This gives - 
1 | bit of an edge that you'll want to watch out for. 
to stick with low attacks, so practice your low attack 


y us YOSHIMITSU - 


| When fighting Yoshimitsu, the key is to block well then 
counterattack. He has a predictable style of fighting and, 
: provided your blocking is solid, you have regular 
opportunities to hit back. Use combo attacks like the G-Clef Cannon 
Bow б Arrow Kicks for the most effect and damage. 


VS HWOARANG 


^ Hwoarang is a very difficult character for Julia because 


VS LEI WULONG 
| | Lei's favored methods of attack are strings of l 
| | punches and the sweep/high kick combo. Sim; 

: the punches or, better still, duck them then use big 
combo. The sweep/high kick combo is harder to counter, y 
block the first sweep, you'll have no problems counterattac! 
after the following high kick misses. 


VS GUN JACK 


Gun Jack's sheer size and lack of speed make him 

easy target for the agile Julia. Don't let him get close to 

you. Use a combination of dodging and moving back and 
forth to confuse Jack while chipping away at his energy. If you get 
the chance to attack high, use an uppercut to begin a juggle combo. 


| US BRYAN FURY 


| he's so offense-minded, always coming forward with 

LI kicking combos and other devastating chain attacks. Use 
Julia's high/low variations to mix up your combo attacks, then utilize 
her speed to avoid his attack with the dodge technique. 


ў VS NINA WILLIAMS 


| Nina has a great number of high/low attacks similar to 
Julia's, and with more strength. The Low Parry comes 
into its own—you can use this to reverse a great deal of 
Nina's attacks, including a few of her chain combos. Timing is very 
important, but i£ you can interrupt her combos, you have a good 
chance of winning. 


| US FOREST LAW 


For this match, the strategy is simple: counterattack! 
Wait for Law to attack (this will usually be a long 
punching combo or the flip kick variation) then make 
sure you fully block his moves. This gives you the chance to 
counterattack for big damage. Use combos like the Bow & Arrow 
Kicks for most damage. 


VS JIN KAZAMA 


This is a very hard match; Jin has an awesome 
combination of speed, power, and a reversal move. Use a 
Variation of attacks in an attempt to confuse Jin— 
constantly switch between low and high attacks and mix in the 
occasional combo. If you can fool him into thinking that you're going 
for a high attack, go low and use an uppercut to begin a juggle. 


VS LING XIADYU 


Use a wide variation of sweeping combo attacks—the 
Triple Spinning Kicks are the perfect example, as 
they're fast and cause сова бегом 5 on a clean 


Bryan is a deadly mixture o£ power and speed. Use all o£ 
Julia's speed to keep Bryan on his toes. Skillful use of 

E the sidestep move can avoid his power attacks, then give 
you the chance to counter. Because most of Bryan's moves have a 
long lag time, you get plenty of time to measure your attack апа 


fight back. 


VS КОМА 


This match is easy. He has hardly any speed, making him 
predictable and therefore easy to counterattack. Use 
Julia’s speed to juggle Kuma for mega damage. If you use 
high/low attacks you can get him every time, as he can’t react 
quickly enough. 


VS HEIHACHI MISHIMA 


For this match you should simply rely on the huge speed 
advantage Julia holds over Heihachi. Use the sidestep 
maneuver to avoid Heihachi's power attacks then launch 
а counter combo of your own—use something like the G-Clef Cannon 
or Machine Gun Punch for speed. Both score around 20% damage. 


VS JULIA CHANG 


This bout is usually decided by which fighter has the 

most varied and imaginative style of attack. I£ you rely 

on a handful of moves, your opponent quickly catches 
on and begins to block, which gives them the chance to 
counterattack. Vary your attack as often as possible. Use high then 
low attacks and keep her guessing. 


VS MOKUJIN 


To work out which Vs strategy to use against this 
impersonator, watch nane does at the start of the 


$ 


Paul Phoenix's moves are very fast and powerful; 
Paul’s attacks at all costs—it only takes a couple of 
Phoenix Smashers to defeat Julia. Use her high/low 


=== wear him down. 


dummy made £rom a 2,000-year-old oak tree. Mokujin 

has been kept in a museum £or a long time, but when 
Ogre awoke, it gained self-identity and started to act on its 
own. Some people say it motivated by the desire to help 
martial artists, but only Ogre and Mokujin know for sure. 


6 61 know you are, but what am I...?" Mokujin is a training x 


Because Mokujin has the ability to impersonate any character in the game, choosing 
it is something o£ a lottery. It changes the character it impersonates before every 
round and this even affects the way in which you can use the characters—sometimes 
the Mokujin version of a character is significantly weaker than the original. This 
basically means that you must have the ability to play every character in Tekken 3 
fairly well before you even think about choosing Mokujin. Only experts need apply! 

Because the Mokujin version of a character isn't necessarily identical to the 
original, you must know what the di£ferences are. Be£ore you start to play as 
Mokujin, check out the “Same, But Different” section on the following page. You'll 
learn exactly how they differ and how to change the way you play the character 
know when controlling the Mokujin version. 

Mokujin is the Russian roulette of Tekken 3; you never know what move set 
you're going to end up with. You'll get a clue when Mokujin £irst appears; it always 
emulates the opening gesture of whatever character it's copying. One more clue: 
When Mokujin fights as one of the male characters, it appears male and has a leaf 
on its head; and when it fights as a female character, it appears £emale and has a 


flower. 


Mokujin can impersonate any of the main 15 
characters in Tekken 3 and it changes the 
character it impersonates each and every 
round. This means that you can never be sure 
| who you're controlling, or fighting, until the 
fight is about to start. However, if you watch ` 
| Mokujin carefully just before the round 
starts, you should notice that it performs the ` 
taunt of the character it’s imitating. | _ 
On page 135 is а list of characters and the 
corresponding taunts Mokujin uses. Learn the 
| taunts and the way the fighters act and move 
and you'll know exactly who you're fighting 
as or against. At least give yourself a fair 
chance o£ winning! аа 
As you should be able to tell jrom the taunt, Mokuji 
mimicking Anna. 


ying As... Taunt Used 
а Points at opponent or 

c swings his arms around. 
а Yoshimitsu's sword. 


Hwoarang e Seratches his head or 


performs four kicks. 

Nina Williams _ Pate hand on her head or 
puts hand on her hip. 

Forest Law „„ hands together and 
bows or jumps around. 

Jin Kazama .........................Puts fighting glove on or 
puts hand on his hip. 

Ling Xiaoyu.........................Holds her hands together 
or jumps around. 

King ......................................Crouches down or stands 
with back toward you. 

Lei Wulong ..........................Рапсіес the air or folds 
his arms. 

Gun Jack.............................Arms “explode” or does a 
double punch. 

Bryan Fury ......................... Puts hands behind 
his back. 

Kuma n...................................Pergorms forward roll or 
stands with arms spread. 

Heihachi Mishima ...............Stands up from a crouch 
or with arms by his side. 

Julia Chang.........................Puts hands together and 
bows or touches her hair. 

Paul Phoenix....................... Taps fists together or runs 
fingers through his hair. 

Anna Williams ....................Puts her hands 

behind her head. 


Each round you play Mokujin, it 
becomes a uere character. 


As Eddy Gordo or а 
The Mokujin P: 
version of Eddy 
Gordo is nowhere 
near as effective 
as the original 
because of one 
simple fact: 
Mokujin has 
shorter legs! This 
takes away the - š 

strongest part of Eddy's game. To combat this problem, 
you have to get much closer to your opponents before 
using a move, and this means you have to be much 
better at blocking. 


As Yoshimitsu 
Mokujin is quite 


original. All the tactics and tricks we gave you for 
Yoshimitsu work perfectly when Mokujin mimics him. 


As Hwoarang 

In terms of kicking speed, Mokujin is as fast as the 
real Hwoarang and this means that you can use 
the same tactics and strategies. However, the 
difference is that Mokujin cannot sidestep as fast 
as Hwoarang (even in the Flamingo Stance) so you 
cannot use the dodge technique to set up long 
kicking combos. 


| When Mokujin 


mimics Nina, the 
character you 


is much slower 
than Nina, so 
you cannot use 
her speed to 


overwhelm opponents like you normally would. 
This lack of speed also takes away Nina's ability to 
dodge around her opponent, which means you 
have to work much harder to keep your foe at a 
good attack range. Mokujin's range is much 
shorter than Nina's, so you mostly have to fight at 
close quarters to connect with her string attacks. 
Your blocking skills need to be excellent. 


When Mokuji < 
mimics Ling, she 
seems to pick up 


| get is nothing all of Lings  — 
| like the original weaknesses 
at all! Mokujin without the 


benefit of her 
strengths, which u 


as you can 


imagine makes | 


life very difficult. Mokujin’s speed and sidestepping ца 
ability аге much more limited than Ling's and this 
means her biggest strength has gone! There's only 

one positive: Mokujin's longer arms and legs give it 
slightly more distance in its attacks. 


As King 


Because Mokujin 


has slightly 
shorter legs, you 
As Forest Law have to be 
Am. m | When careful when 
impersonating using King's 
Forest, Mokujin kicking attacks, 
| suffers froma but this is only a 
shortened minor problem. 
attacking range The throwing 
and this affects range is a bit lower, but the damage caused by the 
the mid-range throws is the same. This incarnation or Mokujin is 
fighting ability still useful, as these factors are what make King a 


that you usually good fighter. 
get. Stay close to your opponent and Mokujin plays 
more like the original, but make sure you 
concentrate on your blocking. Also, Mokujin is 
slightly slower than Law, which makes him a little As Lei Wulong 
more difficult to play. p ЭСЕРТ. 


| Mokujin 


As Jin —— 


А | o£ Jin almost‏ ج 
identical to the original. When Mokujin mimics Jin,‏ 

` simply pretend you're playing as the real deal and 

you won't go wrong. 


Jin Kazama and 


| Mokujin are 


pretty much the 


| same size and 


height and have 


| the same arm 


and leg lengths, 
which makes the 
Mokujin version 


attacks and combos are easier to periorm. The 
Mokujin version of Lei is an excellent character. 


tends to be 
more : 
powerful i 
this instance 
because he 
enjoys a 
better range 
than Lei. Thi 
| means that 


The Mokujin 
imitation plays 
= pretty much the 
same as Gun 
g Jack, but 
benefits from 
| higher speed 
than the original 
and suffers from 
: a reduced attack 
range. The shorter range is . Mokujin's arms 
are shorter than Gun Jack's, so you have to geta 
little closer to your opponent to use those powerful 
attacks. 


As Bryan Fury 
i = à As with Jin 
Kazama, the 
Mokujin version 
of Bryan Fury 
can be played in 
the same way as 
the original 
= character. Just 
turn to the 
(Bryan Fury” 
section of this book for lots of information on how 


to play as him. 


When Mokujin 
becomes Kuma, 
it’s very 
difficult to win 
unless you know 
his moves 
extremely well. 
= The Double 
v = Hammer, which 
. makes up a large part of Kuma's strategy no 
_ longer hits a grounded opponent, taking away a 
iuge proportion of his combo attacks. Mokujin's 
arms are much shorter than Kuma's, so he hasn't 
the attack range, making his limited speed 
even more [e a problem. 


As Heihachi Mishima 
While the original Heihachi Mishima i is slightly 
bulkier than Mokujin, their reach and overall 
abilities are the same. This means that the 
Mokujin version of Heihachi can be played in the 
same fashion as the man himself. 


Mokujin’s 
impersonation of 
Julia is pretty 
accurate. The 
only thing that 
has changed is 
her reach— 
Mokujin's arms 
are slightly 
longer, giving her 
an advantage in this area. On the downside, Mokujin 
doesn’t have her speed, which makes sidestepping a 
little less useful. 


As Paul Phoenix 


Paul and 
= Mokujin are 

! comparable in 
size, and this 

gives the wooden 

man the same 
punching and = 
Kicking range as 
the real one. 
Basically, the 


Mokujin version o£ Paul can be played in the same ` 


way as the original. 


Ogre 


Unknown 
Unknown 
Ageless 
Varies in form 
Varies in form 
Unknown 
None 
None 
Unknown 


Unknown 


enough space and time to use his special moves. If you 


he God of Fighting... The legend of Native Americans 
says the Ogre is the war weapon which creatures from 
outer space left on Earth in ancient times. It understands 
entire structures of all living and artificial beings, and absorbs 
them. It wanders the earth in search of strong souls. 


The final boss is the all-powerful God of Fighting, and as 
you'd expect, he is the most powerful character in Tekken 
3. In essence, he's a combination of all the sub-bosses from 
Tekhen 2—as anyone who has completed that game will 
appreciate, this adds up to a fearsome character! He has 
moves taken from each of the Tekken 2 sub-bosses, including 
a selection of unblockable moves. 

Ogre is one of the best sidestepping characters. He's very 
fast and his steps are so big, you can be behind an opponent 
in a couple of seconds. This allows you to quickly launch 
surprise attacks from your opponent's weak side. 

One of Ogre's most potent attacks is the Infinity 
Kick Combo that he has stolen £rom Lee, a sub-boss 
from Tekken 2. This amazing kicking combo is very fast 
and it constantly switches between mid and high 
levels—it can drain an opponent's energy so quickly 
you won't believe it. The only downside to the 
Infinity Kick Combo is that it can be reversed, if 
your enemy wises up to what you're doing. However, ` ж 
i£ you don't overuse this combo, you keep the surprise 
factor and won't be reversed or countered. 

Ogre's only significant weakness is his lack of 10-string 
attacks. However, this isn't such a problem when you 
consider that these long attacks are useless on high levels of 
play. Pro players rarely use a full 10-string attack, as chances 
are it will be reversed or counterattacked. Ogre has enough 
special moves and throws to destroy an opponent without 
string attacks. = 

Finding the ideal attack range for your character is 
essential—Ogre is no different in this respect. His best attack 
range is just outside sweep distance, as this gives him 


consider the size of this character, it becomes obvious 
that fighting too close to an opponent is a bad idea. The quicker characters 


like Ling, Nina, and Jin are particularly good at attacking Ogre at close range, so stay back 
and let your power advantage win the game for you! - : — 


COMMAND DAMAGE 
One-Two Punches LP, RP 5, 8 (6, 8) 


Flash Punch Combo LP, LP<RP | А 
Demon Slayer ) = o ва 
Cross-Backhand RP, RP hh 


Demon Scissors RK~LK M 25 KND 
Power Punch > + RP m 3 АЕ < 
Right Splits Kick | > + RK m 27 
Shoulder Tackle > + LP + ВК m 30 
Left Splits Kick > —+IK m 23 „ BS 
Foot Bazooka >, c» + ВК h 35 
Medium Power Punch >, > + LP + RP М 40 
Hammer Heel >, >, N + ВК M 20 
Exploder >, > + LK + RK h 40 FED 
Spinning Slide Kick >, >, N + LK + ВК 1 15 #1 
Slash Kick =>, >, > + IK m 30 BS 
Shin To Head Kick 3 + RK, М + ВК Ih 7, 20 
Double Elbow < + LP, RP mm 18, 10 
Blazing Kick 3, 2 + RK m 30 J6c 
Double Knuckle Я + LP + RP m 35 
Jump To Double Knuckle 2, М, LP + RP m 35 
Burning Double Knuckle Я, N, LP + RP, $ п) 35 
Hunting Hawk Я + LK, RK, LK mhh 15, 14, 25 BS 
Windmill Kick 5 + LK M 20 
Windmill-Tooth Fairy % + LK, RP Mm 20, 25 46 
Heavy Body Blow WS + RP m 25 DSc 
Infinity Kick Combo WS + LK, LK, 3+ LK, LK... mmim 10, 25, 15, 10... 
>Infinity Kick Combo f +LK... h 48: #2 
Infinity Kick Combo $ + LK... m 45... #2 
»Infinity Kick Combo 3 + LK... I 10... #2 
Tsunami Kick WS + RK, RK mm 13, 21 
Rising Kick WS + LK + RK h 28 
Broin Punch FC, ^ LP m 30 cs 
Slap FC, > + RP M 40 
Crouching Jab FC, + RP L 25 
Snake Rocket FC, LK, LK, LK Um 12, 19, 25 JG 
Snake Kick FC, LK, LK, 3 + LK LLL 12, 19, 7 
Dragon Power Punch €, © + LP + RP 0 100 
Killing Blow € + RP + LK ИН 50 
Bloody Scissors 2 + LP + RP aq 50 
Deadly Slice <= + Вр a 22 
Deadly Slash >, >, М + RP {1} 25 
Serpent's Venom >, Э + Вр mt! 15, 20 
Ancient Power + LP 4 RP Counter-attack : 25 
Supercharger ALL 


THROWS 


f-throw 10, 25 RP 

~ Spin Behind <, S + RP + ВК f-throw 30 — 
Choke Slam ILP + LK or RP + ВК Is-throw 10, 15, 25 LP 
Hanging Neck Throw ILP + LK or RP + RK] rs-throw 40 RP 
Swing Swung [LP + LK or RP + RKI b-throw 70 — 


#1: If Dragon Dive is blocked, Ogre/True Ogre recovers in KND. If Dragon Dive connects, Ügre/True Ügre recovers in PLD. 
KEY TO MOVES 
#16: Perform after being hit with a mid punch. 


#2: Infinity Kick Combo can be immediately re-chained onto any Infinity move without having to use WS + LK, LK... 
#26: Perform during KND position. Can be crouched under. 


#3: Against opponent’s high punches. Only Ogre has this move. 


#4: If the first hit is guarded against, dashing back (<, <=) or sidestepping will escape the second unblockable hit. 
НС: Hits correctly. 


CD: Takes off correct amount of damage. 


True Ogre 
Unknown 


Unknown 


Ageless? 


Varies in form 


Varies in form 


Unknown 


None 


None 


Unknown 


Unknown 


& 


AS IP OIM | 
RUE ‘OGRE WINS! 


his is the “real” form that the God of Fighting takes on 
once you have destroyed his semi-human body. This — 
gargoyle-like creature can use all o£ Ogre's moves. You 
can use the basic fighting style you developed as Ogre, then 
add the extra moves of True Ogre to your playing style, as you 
choose. 


Because of his sheer size, True Ogre has more 
weaknesses than Ogre! As a direct result of his bulky 
form, he's much easier to juggle. Secondly, his sidestep 
is much, much slower than Ogre's—in fact this is such a 
problem, the sidestep ability is almost useless when 
you play as True Ogre. 

The final problem is that True Ogre's attacks can be 
stopped with a basic left punch, of all things! This makes it 
difficult to use his vast power advantage to maximum effect. 
Nothing is more annoying than having a 
mega-powerful move stopped by a weak 
punch. 

Looking to the positives, two of 
True Ogre’s extra moves prove 
to be extremely useful. The 
Hell’s Flame and Blazing 
Inferno have huge attack ranges and 
cause lots of damage to your opponent, 
even if he or she blocks. The Blazing 
Inferno move is the better of the two attacks. It’s 
cool first of all, plus it allows you to chase it with a 
juggle combo. Don’t overuse this move, as a quick- 
thinking opponent can see it coming; duck the attack, then counter. 
Provided you use it sparingly, the Blazing Inferno can be a match- 
‘winner. : 

True Ogre's most effective attacking range—and the one you should keep him at, 
whenever possible—is just outside sweep distance. This is simply because he's so big, 
he requires plenty оў space to perform his moves. Get too close and you'll have _ 
maneuvering problems, particularly when fighting fast foes like Nina and Ling. 
Because of his weaknesses, True Ogre has a hard time against certain opponents. 
Here are the most difficult line-ups, along with a few helpful hints. 


x lose to Jin is bad news, as he'll quickly take you to pieces. Use distance moves like the Blazing _— 
апа Hell's Flame to take him out from = range! —— U 


y s low, sweeping attacks cause True , Oure a few 5 The key to winning this match i is to 
counterattack with power moves. However, you must have excellent blocking skill to gain the opportunities. 


№5 PAUL PHOENIX 
'o win this match, stay well away from Paul's Phoenix Smasher and Hammer Punch combo attacks. They take 
3 off so much damage, he'll have you on your back in seconds. 


Evil Wheel f + LK + RK m 32 

Buffalo's Horn є + LP + RP m 25 J6 
Low Tail Spinner U + LK + RK L 25 

Mid Tail Spinner S + LK + ВК m 25 

Double Tail Spinner © + LK + ВК, LK + ВК mm 25, 25 

Demon's Feast ЕС, < — — #1b 
Hell's Flame LP + RP u) 30 

Blazing Inferno 3 + LP + RP ! 40 

Owl’s Hunt LK + RK ! 40 #2b 


#1b: Perform after being hit with a mid punch. 
#2b: Perform during KND position. Can be crouched under. 


@ True Ogre can also use the moves, throws, and most o£ the strategies of Ogre. 


AnnaWilliams is Nina 
Williams's twin sister. 
Recently awakened after a 15- a 
year sleep, Anna feels the need « 
to help Nina and prevent her | 
from becoming an assassin 

again. 


he beautiful and deadly | 


Anna Williams 


Irish 


Bone martial arts 
and Aikido 


Student 


Planting false 
memories in Nina 


Espresso coffee, Jerry 
from “Tom & Jerry” 


Nina, because she is 
no longer interested 
in her 


Here Anna demonstrates one of her many throwing attacks. 
These moves inflict heavy damage and better yet, they 
cannot be blocked. 


Anna's kicks are 
extremely powerful. 


Anna Williams 


d Ann 77... v 


A 


Gon 
Japanese 
Dragon self-defense 


Unknown 


Very short! 


Unknown 
Unknown 
Comic book character 

and animal 
protector 


Playing Tekken 3 


Comic books, eating 
fish, Namco 


Predators 


—Ç character xh dad c in Tekkei | 3. He al — 
: exclusive to the PlayStation, so don't bother looking £ 
him in the coin-op version! Gon first became popular i in 1997 
the star of a Japanese comic book and he just got bigger from 
there, so Namco has included him as a special hidden fighter. 
These pages tell you how to uncover Gon and give some u 


playing tips Sor the cute dino. „„ 
Here's how you can make Gon selectable. You first need to access Tekken Ball Mode x 
by uncovering all the main hidden characters. This involves completing the game 
with most o£ the ten regular characters, so only two question mark blocks remain 
on the character selection screen (the “Quick Select” version). 

Choose Tekken Ball Mode from the main menu and choose a character as normal. 
Your first match will be against Gon on his seaside background. After you have beaten 
him and returned to the character selection screen, Gon's portrait will have appeared. 
The little dinosaur is now selectable—now only one question mark block remains! 


Because o£ his tiny stature, Gon is not as easy to play. However, this makes Gon 
the perfect character to choose when you want to humiliate a friend with your 
Tekken 3 brilliance. 

Throwing an opponent is obviously difficult for a character as small as Gon. 


His tiny arms give him hardly any reach, so he uses his mouth to throw his 


enemies! This means that you must be as close to your foe as possible—even if 
you're a half-step away, the throw won't connect. Likewise, Gon's punches and 
kicks have almost no range, so unless you're standing next to your enemy, forget 


i about them—they simply won't reach their target. 


- Gon's best move is the Dino Breath. It has good range and knocks an opponent 


— ss, which means you can £ollow up with a charging attack. This move 
should form the basis of your attacking strategy—if in doubt, use the Dino Breath! 


Like Kuma, Gon has a move were he turns around and breaks wind at his 


` opponent. This move is easy to perform and causes around 20% damage, so it c a 
be useful. However, it has a very limited range, and if you miss you're wide open — 
toa counterattack. . 


It’s one of the toughest tasks i in a Tekken 3, but it sure is worth completing the pe 


game with Gon. You're treated to an excellent ending sequence that features 
Son dashing around his island paradise—with a little help from some animal 
` friends! This is one of the most entertaining І FMV sequences in Tekken 3—well 
- worth mue 


А — 


You can use Gon's Dino Breath to attack your opponent jrom a 
saje distance. 


He's the smallest character in Tekken 3 but Gon can leap up and 
attack enemies at their head height, as we can see in this picture: 


This is Gon with the Wind. The dino turns his back to 
his opponent and blasts them with some wind! 


Gon has very short legs, causing problems when he tries to 
attack with kicks. 


Woodpecker 

Head Butt 
Armadillo Attack 
Armadillo Attack to Deer Strike 
Oopsie-Daisy 

Low Blow 

Dino Drill 

Gon with the Wind 
Spin Cycle 

Bad Doggie 
Helicopter 
Battering Ram 
1-2 Crush 

Dino Breath 

Nap 

Butt Stomp 

Tail Spin 

Clean Sweep 
Lift-Off 

Bite Me 


Э + LP + RP, LP ВР LP + Вр 
While running > (or >) + LK + RK 
>, Э + LP + RP 

>, > + LP + RP, LP + RP 

FC, € + LK + RK 

¥ + LK + RK 

Э + LK + RK 

€ + RK 

Э + RP + LK 

Vy + RK 

While jumping LK + RK 

FC, N + LK + RK 

2 + LK + RK 

LP + RP 

¥ + LP + RP 

£ + LK + RK 

RK, RK, RK, RK, RK 

Э + LK, LK 

^ (S or A) + LP 

LP + LK or RP + RK 


за 


D Gon uses the sidestep technique to move around his opponent. 
His speed and size mean that he can be tricky to jollow. 


Dr. Boskonovitch 
Unknown 
Unknown 
Unknown 
Unknown 
Unknown 
Unknown 


Scientist (invented 
*Cold Sleep" machine) 


Experimentation 


Yoshimitsu, working 
in his lab 


Failed experiments 


ke others, Doctor B. 
has a second outjit. 


he second secret character in Tekken 3 is the mysterious 
Dr. Boskonovitch, the scientist who invented the Cold 
Sleep" process that was used to preserve Nina and her 
sister, Anna. He's also the man who helped Yoshimitsu years 
earlier; he remains a close £riend of the mechanized space- 

ninja. Boskonovitch has a strange fighting style and takes 

some effort to master, but unlike Gon, he's a competitive 
character when played by a Tekken 3 expert. This section 
shows you how to uncover Doctor B. and has tips for beating 
him and playing as him. 


SRE 
Dr. Boskonovitch is released after Tekken Force Mode is cleared 4 times. On the 
fourth time, a fifth stage will appear after the fourth stage boss; Dr. Boskonovitch is 
the boss for this final stage. 

ES 


GENERAL FIGHTING STRATEG 


Beating Dr. Boskonovitch is not an easy task because he leaps around the fighting area 
like no other character. If you imagine Lei Wulong’s unique, staggering fighting style, 
but far more exaggerated, you've got an idea of what this guy fights like. x 

As soon as the battle starts, 
he drops down onto his back 
and rolls around on the £loor, 
making him difficult to attack. 
Don't use a pounce move, as 
he'll counter with his toxic 
breath. Stand back and wait 
for him to roll toward you, 
then as he gets up, attack with 
the quickest, most powerful 
move you have—for example, 
in Paul Phoenix's case this is 
the Hammer to Power Punch 
combo. If you time the attack 
correctly, you cause plenty of 


_ damage. Now simply back off 


š г h in real style. 
г peat pro - г Paul's speed and power make him perject jor beating the ad doc 
Trying to move in and mix — —— = E 


it with Boskonovitch is a waste of time, as his attacks are far too ra 


take a beating. Stay back and attack when he appro 

When you play as Boskonovitch, make full use 
vary your moves as much as possible. Your opp: 
out what you're going to do next, as Bosk 


` hardest to anticipate! Use this to your adv 
good character to control. _ 


Dr. Boskonovitch 


SPECIAL ARTS ` 


ҷа кув 
ій и PAUL » 3% DOCTORS | 
{| SURVIVAL BATTLE| — 
ага n - 
аша. аць й 2 7 


PAUL. b о ы DOCTOR. B. 


"ать отн * 


— TVAL BATTLE 


y 
* 


af 


147 


Art Gallery 


Art Gallery 


Art Gallery 


A. History of the Tekken Series 


In terms of the PlayStation’s evolution, the original 
Tekken is quite a time-tested game, having been released in 

| the USA in November 1995, just two months after the 
console's debut. Almost everyone who bought an early 
PlayStation also bought one o£ this then-revolutionary 
fighting game—it was the £irst PlayStation title to sell 
over a million copies. 

Graphically, Tekken still seems good. It seemed amazing 
at the time! The gameplay is relatively basic, with only 
around a dozen secret moves £or each o£ the eight characters 
and the sub-bosses, and only minor variants of the main 
fighters. It's fun for a no-holds-barred, toe-to-toe fight, and 
along with Namco’s Ridge Racer, probably the only early 
PlayStation game still worth playing. 


The initial Tekken premise was a death-or-glory tournament focusing опа few important characters, 
while other fighters’ roles and back histories would be explored in the sequels. Equally common £or the 
series, the organizer of the event was also the final, most powerful, and inevitably evil combatant— 
Tehken's Heihachi Mishima. As CEO of the Mishima Corporation, it was Heihachi who financed the 
tournament, with the ulterior motive of honing his mighty martial arts skills and sating his sadistic lust 
for power and destruction. 

Aside £rom the obvious attraction o£ being crowned as the ultimate fighter, the incentive to compete 
in the world's most brutal martial arts contest was reputedly the largest cash prize ever offered for such 
an event. Marshall Law wanted the money to start a kung fu dojo and King, a wrestler, aimed to open an 
orphanage; the robotic crime boss Yoshimitsu didn't even intend to win—he just wanted to distract 
everyone while his hoods would steal the cash! 

However, the remaining five competitors entered the “King of Iron Fist Tournament” (AKA the 
“Tekken Tournament”) for revenge of some kind: Kazuya Mishima wanted to settle the uncomfortable 
relationship he had with his father, Heihachi; Paul Phoenix, a bodyguard and street fighter, tied in a 
fight with Kazuya and wanted to settle the score; the cyborg Jack was sent to prevent Kazuya's planned 
military coup; Michelle Chang's father was killed by Heihachi’s men; and someone hired Nina Williams to 
assassinate Heihachi. As shown in his FMV end sequence, it’s Kazuya who ultimately defeats Heihachi, 7 
dropping his father’s limp body over а cliff! 
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Kazuya took over the Mishima Corporation and also the Tekken Tournament. Two years after the original event, 
he attracted 10 fighters from all over the world by offering 10 times the prize money! Again, the majority of them 
had darker motives; only King and Paul entered for glory and winnings. Jun Kazama worked for a wildlife 
protection organization and wanted to arrest Kazuya, who had been smuggling animals. He was also linked to the 
Mafia, so number-one Hong Kong detective Lei Wulong was out to bust him. 

Kazuya wanted the secret held in Michelle’s necklace, so he kidnapped her mother to entice the fighter to 
him. He also holds Boskonovitch, Jack-2’s creator, who once saved Yoshimitsu’s life, so they too were drawn 
into the fight. 

Sub-boss characters play a part in some of the storylines. Before the tournament, Baek Doo San wreaked 
havoc at Marshall Law’s dojo, so Law wants payback. Although she’s been hired to kill Kazuya, Nina also 
entered because of her sister’s presence. There’s fierce sibling rivalry between Nina and Anna Williams which 
dates back to their father’s death. Ironically, Anna was at the “King of Iron Fist 2” to protect Kazuya from 
Nina! 

Their importance and personalities boosted since the original game, other sub-bosses had interesting 
motives. Wang Jinrey worked for the Mishimas but disapproved of the turn the corporate family had taken; 
along with his star pupil, Lee Chaolan—Kazuya's adopted brother—he intended to restore his honor. A man 
called Bruce Irving is a pupil of Kazuya's. Ex-sumo wrestler Ganryu wants to win the prize no so he can 
impress Michelle with his own wrestling arena! 

After Heihachi’s defeat, his pet bear, Kuma, escaped into a nearby forest. Immediately before Tekken 2, 
Kuma was a training partner with...Heihachi! He was one of 10 main fighters, hoping to regain his rightful 
place as leader of the Mishima Corporation and King of Iron Fist. 


There was just nine months’ wait between the original and the American 
release of Tekken 2 in August 1996—and what a hot- looking baby it is! It was 
probably the best-looking fighting game on the PlayStation—until Tekken 3 
arrived! More detailed and realistic characters moved smoothly over 
atmospheric backgrounds; a major improvement over the original. 

Gameplay was much more involved, too, with characters having at least 

twice as many moves, plus devastating 10-hit combos. Some characters had 
multi-part throws and even reversal moves to turn the tide on an attacking 
enemy. 

And what enemies there were! The basic line-up of 10 fighters included 
old favorites plus Heihachi, Marshall Law, Jun Kazama, and Lei Wulong. Each had their own sub-boss that 
became playable, many of which were distinct from their associated nemesis, plus there were three versions of 
Kazuya (standard, Angel, and Devil) апа two secret characters—a kangaroo and a huge lizard! Do a little math 
and you discover that, with time and effort, there were a staggering 25 selectable fighters! That's been enough 
to keep people playing for over a year and a half, but now Tekken 3’s here! 


Again, the final battle was Kazuya versus Heihachi. This time it was the father who was victorious, although 
it was a hard-won fight: Just when Kazuya seemed defeated, he returned. When Kazuya fell a second time, 
Heihachi disposed of the body in an active volcano. 

Back in control, Heihachi Mishima was more power-crazed than ever. He formed an elite band of soldiers— 
dubbed «Tekken Force"—and sent them on a peace-making crusade. They scoured the globe, tipping the 
balance of small wars and quelling rebel factions—generally using military force to restore order. Heihachi 
also helped developing nations to sustain their agricultural growth. He wasn’t acting out of the goodness of 
his heart—this was for Heihachi’s satisfaction and to gain the confidence of the world’s leaders. Heihachi had 
set plans i in motion that could finally satisfy his A VASTE 
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ing of Iron Fist Tournament 3,” believing this gathering of top combatants 
e’s more interested in controlling the soul-absorbing creature’s power, 


When Namco's roots were planted in 1955, no one could have dreamt of the technological wonder of 
video games that would be produced а few decades later. As Nakamura Manufacturing Ltd, the Tokyo 
company installed rocking-horse rides on top of a department store. Four years later, it was renamed 
Nakamura Manufacturing Co, Ltd, a small change but one that would later allowed the name to be 
shortened to *Namco." 

Rocking-horse rides were Nakamura Manufacturing’s mainstay with a new production department 
boosted in 1963 by a deal that allowed it to use Disney characters. With the acquisition of the Japanese 
division of Atari in 1972, the Namco brand name was born. Five years later, the company itself became 
Namco Ltd. That same year, it produced Shoot Away, a classic early arcade game where a rifle-style 
lightgun was used to shoot skeets on a large white screen. 

The first Namco video game was Gee-Bee in 1978, and the next year it had its first hit, Galaxian. 
However, the biggest initial gaming success of Namco was Pac-Man (1980), the hungry yellow guy who 
avoided ghosts in a maze... until he could £ind a power pill and turn the tables! Pac-Man was a worldwide 
phenomenon, introducing many people to video games, particularly those who shunned the violent nature 
of many of them. Namco also revitalized the racing game—its Pole Position being the most true to life 
anyone had seen in 1982. 

Between less noteworthy games, Namco was very busy. Among other things, it acquired an Italian 
restaurant chain, established the New Technology Foundation, created a simulator for traffic safety 
education, and built a theme park called Wonder Eggs (the revamped version is seen as a Tekken 3 
background) and an entertainment complex, Wonder City. 

The Ridge Racer coin-op was released in 1993 and converted to PlayStation the next year. Home sequels 
Ridge Racer Revolution and Rage Racer have been a part of the big success of an exclusive PlayStation 
conversion deal, similar to the one Namco had with Nintendo Entertainment System in the mid-1980s. 
The Tekken coin-op (1994) ran on System 11, an arcade board co-developed with Sony Computer 
Entertainment and very similar to its PlayStation hardware, so it was easily converted for home release 
in 1995. Coin-op sequels arrived in 1995 and '96, PlayStation versions in 1996 and now 1998. 

Hot new games like Ace Combat 2, Time Crisis, Soul Blade, and Beastorizer kept Namco at the top and 
gameplayers occupied while they waited £or Tekken 3. Now that Namco has joined Sony and Polygon 
Pictures to produce computer graphics-based movies, FMV intro-style, maybe one day we'll see Tekken at 
the cinema, too! 
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IN 
:06 SECONDS, 
THE COMPUTER 
PILOT IN 
ACE COMBAT 2 
UILL SEND 
YOUR JET 
CRASHING 
TO EARTH. 


YOUR EGO 
WILL FOLLOW 
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THEREAFTER. 
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` The most realistic dogfights ever 
created for the PlayStation" 
game console. 


- Total 3-D polygon environment - 
fly freely and unload your 
arsenal with reckless abandon. 


- Advanced artificial intelligence - 
cunning and calculating enemy 
pilots. 


30 formidable missions - 
nearly double the missions of 
Air Combat. 


- Awesome mission debriefings - 
dynamic diagrams and moving 
maps for surgical strikes. 


* Secret planes and hidden 
missions - the better you fly, 
the more you'll reveal. 
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